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WELCOME TO THE FUN FACTORY 

Happy New Year — or happy old one if you're reading this before Christmas. 
Technically speaking this is our first issue of 1985 — but it goes on sale in the 
last weeks of 1984. It's January in December. . .and I'm writing these words in 
November. All part of the confusing fabric of magazine life. 

Life promises to soon get very confusing for the latest wave of newcomers. 
Those tempting, button-laden plastic boxes looked so good in the shop 
window, right? Coming to terms with some of computing's, less attractive 
features will (we guess) be a different story. Short of sticking to the new 
wonder machine's game-loading feature, there's no easy answer to Maltware. 

So it's time to get down and dirty — and seek all the help you can get (see 
page 104). 

Computer magazines can help. BIG K is a computer magazine. We are your 
friend. We have pixels in our eyes and a burning need to help and inform. You 
can trust us. Step this way into 1985. 

In the meantime, access lots of global user friendliness in the next major 
time-frame to come off the stack. In other words. Happy New Year. 

RICHARD BURTON 
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Ghostbusters: see the film, sing along to the game. Page 8. 


Ski-Slope 
— the full 
of fitness 
VIC? 
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micros 
were high -1 
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powered 
and black 
& white? 
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AT £6.95 
EACH 
FOR THE 
SPECTRUM 


‘-TTI ] I I [IS 0ur u,timate 3D program -the multi- 
I * 1 ja ^ screen mission to save the dying 
* L—^— crawler crew trapped at Braxx Bluff. Undock 

and land, walk in search of the crawler, drive it through 
the marsh, the ruins and the desert — one track wrong and you 
are dead! - skim the rocky seas at top speed... the natives are 
after your energy, but caution costs time and the crew are dying. 
There never was a cockpit-view mission like the one to Braxx Bluff! 


Selected titles 
available through 
larger branches of 


Full Throttle places you on the M 

saddle of a 500cc Grand Prix 
motorcycle. You can choose to 
race on any of ten of the gg 

world’s top racing circuits. As Ml 

a newcomer, you are started at 
the back of the grid in a field of 
40 bikes. You have the 
best bike in the race, but that alone will not 
help you! 


I® 1Sf« W MAT is mankind’s last hope! The 
1K Wt W"—\ desperate plan to place in the mind of a 
I teenager the combined tactical skills of 

* IfPft •-?* all the planetary leaders in the solar 

system. Now your mind is MAT’S 
mind. Take control of the USS Centurion Battle 
Cruiser and Tactical Command Centre to control the planetary 
defence fleets against the Myon attacks in MISSION: ALIEN 
TERMINATION. 


3D as you have never seen before on 
your Spectrum! £6.95 will put you 
right on the saddle of the Big Bike! 
Ride deep into the forest through day 
and night, chasing the enemy riders. 


Weeve through the trees 
at breakneck speed and watch 
out for helicopters and tanks — 
the greatest prizes of all! 


JASPER 


Forthe48K Spectrur 
the most amazing 
arcade adventure yer 
with 22 screens of 1 
stunning cartoon 
animated graphics 
seeing is believing - 
seethe 

advertisement in this 
issue now. 


Where netherbeast Grako is building his power. There’s much 
to discover and dangers abound. Free-moving agents may 
help you or hinder, but might be befriended if ways can be 
found. The alchemist lore-work was false and a failure, but 
renders good service in different vein, vanquished 
, aggressors might be your protector. In perilous places of 
dark, death and pain. Of devious problems and magical task, 
this song is a warning, a riddle, a clue. To Caraland’s saviour 
it offers a little, So mark well its lines for the saviour is 
you... 
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MYSTERY 
DEEPENS OVER 


ZAPPED COLECO' CLAIM 

m ' - ' . , * , . I 

(expensive) 


AT TIME of going to 
press, a serious row 
seemed to be brewing 
between Atari UK and 
CBSColeco — over a 
press claim by Atari 
that Coleeo are about 
to pull their computer- 
game operation out of 
Britain. 

Coleeo', claims an Atari 
press handout, 'are 
withdrawing from the UK 
marketplace, leaving Atari 
as the unchallenged 
leaders'. 

'We know nothing at all 
about this', Coieco told 
BIG K. A phone call to 
BIG K correspondent in 
Chicago, Mike Gold, also 
established that there are 
no current rumours in the 
USA to the effect that 
Coieco plan to cut and run 
(though the Adam is now 
heavily discounted) and 
moreover that their TV ads 
are still running with the 



to Atari 


usual 
frequency 

Calls to Atari's 
company and 
themselves succeded only 
in establishing that the 
basis for the statement 
appears to lie in a remark 
made recently by a 
Harrods employee to a 
member of the Atari sales 
force — i.e. that Coieco 
were closing down their 
UK computer game 
operation. Atari UK Sales 
and Marketing Manager 
Rob Harding told BIG K, 
through a spokesperson, 
that 'there have been 
other reports from UK 
retail sources to the same 
effect' — though he 
declined to identify these. 

Asked if this was a 
suitable basis on which to 
make a 
that 

was going out of business, 
the Atari spokesperson 
said 'Well 

We'll keep you posted. 


statement 
major competitor 
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Witness similar computer atrocities in Fred Pipe's '101 Things to do 
with a Dead Computer', published by Hamlyn Paperbacks at £1.95. 


ON-LINE 


CLIVE REACHES OUT 



| m 


WITH THE imminent 
relaxation of COCOM 
restrictions on computer 
exports to the Eastern 
block. The Blessed Clive 
Sinclair has been 
gathering disciples about 
his voluminous robes. 
Business manager for the 
East Jan Tyszka has been 
appointed to go out and 
win the hearts (and minds) 
of the East. 

The shake-out will only 
apply to eight-bit 
machines, hence the (32- 
bit) QL will not be liberated 
for export. Home 
computer ownership is 
illegal in the USSR, 


though many are 
smuggled in through 
surrounding countries. 
Despite restrictions, 
computers are immensely 
popular. 'This is only the 
beginning', say Sinclair. 
'We are actively pursuing 
the Eastern market.' 

Obviously these vast, 
untapped markets are 
going to be the fulcrum of 
unprecedented 
competition. And what 
are Sinclair's rivals doing 
to dredge up the Eastern 
promise? 'We have 
nothing whatsoever to say 
on the subject,' 
Commodore told us. 


Xitan XBASIC in XCeltic 
XLanguage Xcitement! 

MICROCOMPUTING strengthens it's squid-like grip on the world's 
market with every passing microsecond. 

Latest eisteddfodder for the beast are hitherto uncatered-for Welsh 
speakers. Xitan, who make the XBASIC semi-compiler to run on CP/M- 
type operating systems, have produced a Welsh-language version. This 
seems to mean mostly that short simple keywords get longer. LOAD 
becomes LLWYTH and RUN RHEDEG. 

Presumably complex concepts such as ON ERROR . . .GOSUB 
translate out as railway station names. Try entering Llanfair. . .gogogoch 
in a hurry. 


BRADFORD ON TRIAL 


BRITAIN'S FIRST computer 
information service is on-line 
courtesy of British Telecom, 
Bradford. Append your ear to 
'Flome Computer Line' on 
Bradford 722622. The three- 
minute tape is updated twice 
weekly, on Tuesdays and 
Fridays. 

The prog is aimed across the 
board, offering news for 
gamesters as well as for serious 
bods into home accounting and 
the latest in word processing. 


BIG K however was able to 
glean some newsworthy items — 
a little formal, a bit like the 
speaking clock lady reading 
exerpts from press releases. 
Hard copies are available on 
request for 50p a throw. 

Patricia Smith, the entre- 
preneuress who took the idea to 
Telecom, explains: 'Bradford is 
just a trial region. We're hoping 
to get a big enough response to 
go nataional.' 


AMSTRAD PRINTERFACE 

PROMISED FROM Amstrad is a serial interface for their CPC-64, 
packaged in pretty charcoal grey. Amstrad also give you a fully 
fledged RS232 port so all you potential hackers out there, be it 
wrong or right may now have lots of fun at British Telecom's 
expense. 

There are less frivolous uses for this jolly little widget such as 
overcoming the A ms trad's inability to send out certain control 
codes through its printerface. Now all you have to do is hook up 
your printer to your new serial port and bung out all the control 
codes you like. Watch this space for price, review, thrills and spills. 


MORE NEWS ON PAGES 4, 5, & 6 














































LEGEND BOXES CLEVER 
WITH GREAT SPACE RACE 


DEEP IN darkest 
Chingford something 
stirred. Behind the fortress 
walls of the Legend 
Command Post a cast of 
characters was being 
moved into position. They 
were the prime factors in 
new assault on the 
imaginations of computer 
game layers everywhere 
— the participants in The 
Great Space Race. 

If all has according to plan, 
the first 'attack wave' of 
Legend's new game should 
be in the shops now. When 
BIG K was ushered through 
security into the command 
post all was still highly 





classified, from the unique 
packaging design through to 
the reason for the very race 
itself. 

Chairman John Peel 
displayed the former, a classy 
little number in blue PVC with 
silver printing, proudly 
claiming that a certain Big 
Chain Store (sounding like 
footwear specialists) were so 


thrilled with it they were 
making special provisions to 
display it. 

As to the background to 
The Great Space Race, it all 
appears to centre round a 
revolutionary new alcoholic 
beverage known only as 
Natof. 'It has all of benefits of 
the strongest alcoholic 
drinks,' explained John, 'but 
absolutely none of the side 
effects.' The effect on the 
civilised galaxy is shattering 
— everyone wants it. The 
race is on to get it. 

If it has any equivalent it's 
like the Beaujolais Nouveau 
Race that takes place each 
year,' MD Jan Peel told BIG 
K. 

TGSR's cast of characters will 
be one of its chief attractions. 
All will have a convincing 
screen 'life' through the facial 
expression routines of 
Movisoft2. BIG K exclusively 
previewed Vindaloo two 
issues ago and presents some 
more cast members here. A 
particular favourite of John's 
is Genghis, a character he 
describes as, '. . .a failed 
pirate.' Each TGSR character 
has a detailed biography 
contained in the booklet 
which accompanies the 
game. 

With TGSR now complete 
husband-and-wife team John 
and Jan are already working 
on their next project. With 
typical Legend vagueness all 
they will say is that we won't 
have to wait very long to see 
it. 


CODEBUSTERS IN WORLD-WIDE 
COMMS ALERT 


THE GLOBAL hacker threat 
reached new proportions last 
month with a total break-down in 
Prestel system security. 

Prestel, British Telecom's 
prestige network, has been 
accessed by hackers before, but 
only in low-security areas. 
Unfortunately the dedicated 
team of codebusters (you lot out 
there know who we mean — 
don't try and look innocent) 
accessed the secondary testing 
system to find a list of secret 
personal codes including that of 
Prince Philip's mailbox. 'I do so 
love puzzles and games. Ta ta! 
Pip Pip!' was left as a message. 
Come on you guys, you can do 
better than this! 

Prestel claim that it was a one- 
off error and that they have now 
changed all the access codes for 
the system. They further 
maintain that it's impossible for 
hackers to, say, order 5000 tons 
or corgi excrement in someone 
else's name, because there are 
protected 'gate-ways' in the way 
preventing unauthorised access 
to ordering systems. It might be 
uncharitable to suggest that if 
one system can be breached, 
then so can the next . . . 

But not to worry. An 
unidentified German hacker has 
shown a deep sense of ethics by 
turning down a contract to break 
into a credit card system to 


ORIC LIVES! 



Meena Rater&aber 


RUMOURS THAT Oric Products 
International are on the edge of 
disaster have been flying thick 
and fast lately, but true to their 
roller-coaster reputation, the 
company seem to be bouncing 
back with the announcement of 
three new machine launches in 
the new year. 

The true successor to the 
Atmos will be the 6502-based 
Stratos with 64K user RAM. 
There will be no on-board BASIC 
but instead a variety of 
cartridges, with up to 112K of 
ROM to be plugged in for 
specific applications. 

The machine will have an 
80-column display, and will look 
superficially like the Atmos, 
except that the mysterious FN 
key will suddenly become usable 
for BASIC key-word entry. 

It looks like the Stratos is the 
micro that the Atmos should 
have been, just as the Atmos 
was the true Oric-1. The other 
machines are the oddly named 
Oric II, a 16-bit 128K business 
PC, and a portable using an 
80x25 LCD display. 

Can the Cambridge boys pull it 
off? Here's 'OPIng! 


obtain vital top secret info about 
Lady Di's shopping habits. 
Approached by a West German 
magazine, the noble outlaw 
refused on the basis that it's all a 
matter of challenge, not 
greenbacks. Our faith in human 
nature is restored. 

Be that as it may, the business 
world is getting worried. We 
spoke to Garth Postlethwaite, 
spokesman for Interglobal 
Titanium and Timber, one of the 
world's leading ten multi¬ 
nationals — recently in the news 
for their controversial scheme for 
extracting bauxite from 
limestone nodules mined from 
the Lunar marina or 'seas'. 

'These people have placed us 
in a category A negative 
contingency situation' he 
explained. 'We are thinking in 
terms of a bi-fold response 
capability. We have authorised 
the establishment of recruitment 
centres on world-wide basis, 
offering a wide range of financial 
inducements for these so-called 
hackers to join our tele¬ 
communications teams. As a 
final solution to 'electronic 
insurgency' we can only advise 
central government to institute 
specialised catchment areas for 
the re-education of these 
irresponsible persons.' 

So don't say you haven't been 
warned. 


ROCK SOFT are a new 
company formed expressly to 
protect music rights. As 
such, they stand to bring a 
new dimension to the micro 
world — that of paranoia, 
writs, and legal battles. All of 
these have excellent news 
value. First on the blush list 
has been mastertronic. They 
nestled up close to Michael 
Jackson's 'Thriller' in their 
game Chiller , without so much 
as a nod at Rondor Music 
(London) Limited, who own 
the rights. Rock Soft, who 
had bought the rights, moved 
in quickly, and although 
Chiller remains on the market, 
the second edition no longer 
emits Old One Glove's theme 


NAIVITY 


'We'd like to think that 
music theft results from 
naivity', says Rock Soft 
director, Martin Humphries. 
'But it's not young, 
inexperienced programmers 
that do it. It's the work of 
marketeers. This is especially 
blatant in the case of 'Thriller' 
which is the biggest thing this 
decade'. 




























ACORN JOINS THE IV LEAGUE 


THAT STANDS for Interactive 
Video, and it's starting to look 
like next year's thing in home 
entertainment. 

IV means pulling images off 
Video systems under computer 
control. It's proved so promising 
that a National Interactive Video 
Centre is being set up, and now 
Acorn are getting in on the act 
with a combination Japanese 
laser disc player and Beeb 
Model B. 

It seems, however, that no- 
one told Acorn that their 



A Groovy Pad for the 
Well-equipped Adventurer 

ARE YOU embarrassed to be 
seen using that old-fashioned 
graph-paper to draw up your 
Adventure maps? Or maybe 
(shock, horror!) you were 
using the backs of old 


package, which will sell for 
£3000, will have to compete with 
Thorn EMI's established system 
which, since it uses a non-laser 
disc goes for a mere £1000. 
They're going to need some 
aggressive marketing. 

Initial IV uses will be 
educational, but it's not hard to 
foresee games applications — 
say, the insertion of video 
sequences in adventure games. 

Wanna play Mach 3 on your 
Newbrain? All things are possible 
these days. 


envelopes? Print 'n Plotter 
Products have stepped in to 
help you restore your 
PoseCred rating. The 
Adventure Planner is a 50 
page A3 pad specifically 
designed for adventure room 
layouts. 

The pad retails through 
dealers at £3.95 and is 
available via from the makers 
at £4.50. Each sheet can be 
used for over 150 locations, 
and the pad comes complete 
with useful hints and tips 
(which end of the pencil to 
use?). Definitely another way 
to attain Hampstead values, 
we say. 


ASHES 

TO 

ASHES 

DUB 

TO 

DUB 


Mastertronie's PR admit 
that the game was written 
around the Michael Jackson 
video. And the copyright? 
'We just didn't think,' they 
said. The fight between the 
two companies has now been 
settled out of court for an 
undisclosed sum. 

Rock Soft are sitting on 
rights to some six or seven 
thousand arrangements. 
'That's virtually every song 
you'll hear in Europe', says 
Martin. Out of these. Yellow 


Submarine, Chariots of Fire and 
bona fide Thriller are all paid- 
up, soft-works in progress. 

'Thriller will be next 
Christmas's mega-game', 
says Martin. 'Mastertronic 
caused production to fall 
three months behind, 
because Chiller put our 
company right off.' 

Martin set up Rock Soft 
after 20 years of protecting 
copyrights in the music 
business. Another music 
business renegade is 
Activision Director, Geoff 
Heath. Activision recently 
made UK history by slapping 
down Microdeal, (over 
Cuthbert in the Jungle , which 
bore more than a passing 
resemblance to Activision's 
Pitfall). 

The music business has 
been hard-bitten with 
copyright protectionism for 
years. There have been 
several occasions in the 
software business for 
someone to come down like a 
ton of bricks on copyright 
violation. It's only suprising 
that it hasn't happened 
before. Now it looks like bye- 
bye to an era of laissez-faire 
plagiarising. Commercial 
programmers take note! 


ON-LINE 


ANY OLD IRON? 


WHAT'S the ideal Christmas 
present for the micro owner 
who has everything? The 
answer could be a year's 
membership of the Micro 
Repair Club. 

The Club offers a 'Repair- 
Guarantee-Package' to which 
users can subxcribe when 
their micro manufacturer 
warranty runs out. The one 
year package costs £24.95 and 
renewal after that is £14.95. If 
you have a rich friehd, you 
may be able to persuade them 
to fork out £57.95, which 
covers you for four years. 

Home computers will be 
repaired, and the only cost to 
you will be the postage to 
their service department in 
Hampshire. The Micro Repair 


Club's service is underwritten 
by Domestic and General 
Insurance. 

The computer console only 
is covered and if — in the 
opinion of the Micro Repair 
Club — the repair costs 
exceed the market value of 
the equipment, they will 
either supply you with a new 
computer or the full purchase 
price, as long as the micro is 
not more than five years old. 

If you want more details 
about the Club, which also 
plans to send members' 
newsletters, special offers 
and other goodies, contact: 
The Micro Repair Club, Swan 
court, Mansel Road, 
Wimbledon, London SW19 
4AA. 


CONTINUING the never-ending 
saga of cheapware for 
impoverished punters: Charlie 
Charlie Sugar have released 
Nuke Lear and Tomb of 
Akhenaten for Spectrum at 
£2.99. . .and a 'revolutionary 
new software house' (it says 
here) Computer Records have 
done an old-style K-Tel and 
produced Select 1 — a 

'compilation tape' comprising 
Greatest Hits from houses like 
Quicksilva, Ocean, Bug-Byte and 
Anirog for £12.49. Titles include 
Hunchback, Kong, Hexpert and 
Skramble. . .sounds like real 
original stuff — well, no it 
doesn't really, but who cares at 
these floggeroo Prices? You do? 
Well, try the stuff anyway: 
available on Spectrum and 64, 
Select 1 includes 12 titles, so the 
price-per-title is a pretty nifty, er, 
£1.04083333. Can't wait. . .By 
the way, pioneer budgeteers 
Mastertronic have just sold their 
1,000,000th game. 

And still they come, scenting a 
quick kill among the ranks of 
nouveau punters: a Big Hello to 
Software Supersavers, and a 
respectful notation of their 
prices: £2.99 buys you a range of 
titles including Ziggurat, Flip 
Flap, Fred's Fan Factory and — 
yes — many others! Note for 
cognoscenti: S.Supersavers are 
a subsidiary of Software 
Projects, so dontcha just know 
the stuff will be good. . . 

Meanwhile over on the 
Dorkslayer pages, sudden 
ecstasy breaks out at the news 
that the entire Ket trilogy will be 
marketed within a very few days 
at a price of £12.95 the lot (and 
they're robbing themselves, 
honest guv). For the 
aforementioned thirteen bucks 
you get: Mountains of Ket, 
Temple of Vran and Final 
Mission. Total saving: £3.55, and 



a bargain if we know anything 
about it. 

Finally, a swift reminder to 
certain software houses who 
have mistaken the purpose of 
Cheapskate corner, and a 
judgment from Lord Denning. 'I 
have carefully examined the 
column entitled Cheapskate 
Corner in the BIG K magazine 
and am entirely convinced, as 
indeed the Editor claims, that the 
term Cheapskate, as used in the 
editorial context, refers wholly to 
the impoverishment of the 
consumer — the Hacker on the 
Clapham Omnibus — and not to 
the makers, manufacturers or 
distributors of the discounted 
computer software. The 
complaint by [deleted], to wit 
that his company was being 
unfairly labelled as miserly, is 
therefore rejected. 

'By the way, Mr. . .er. . . 
Precisely who is Mr Jet Set 
Willy, and what does the term 
'Poke' mean?' 

(Laughter.) 





















NEWS 

feature 


ARE YOU READY FOR 


TO THE UNIVERSE 


MARGARET 
WERTHEIM 
remembers her 
towel, and also 

doesn't fail to 

interview 
DOUGLAS 
ADAMS, King 






Galactic 

Gargle-blasters 


up till the very end when he at last finds a moment of . . . well 
not quite happiness, but almost. 

There are many questions left unanswered: Where are all the 
dolphins? What happened to the mice? And just what became of 
the interstellar bypass? DON'T PANIC there's plenty of room for 
another sequel should Arthur/Adams ever decide to pick up his 
towel/pen again. 


SITTING IN his study in a house in Islington surrounded by 
electronics Douglas Adams, the man who put an interstellar 
bypass through Planet Earth, is eagerly trying to get a demo disc 
of FORTH going on his new Apple Macintosh. Adams has just 
finished saying how much he loves the Mac which he now does 
most of his writing on. He claims its windows, icons and mouse 
offer the most natural tools for the writer. 

While we wait for the Mac to accept the disc, which it just 
doesn't want to do right away, he explains that he is learning 
FORTH so he can write a program to do 3D crosswords. It is a 
project he began on his DEC Rainbow, which sits next to his 
Apricot which sits next to the Mac. Just why he wants to do 3D 
crosswords when most of us have enough trouble with the 2D 
variety never became clear, but a man who's just written a novel 
in three weeks has probably earned the right to indulge in a bit 
of mindless character crunching. 

So Long and Thanks for all the Fish is the fourth and definitely 
the last, says Adams, in the Hitchhikers Guide to the Galaxy 
series. After two radio series, four novels, a TV series, a 
forthcoming feature film and a soon-to-be-released Hitchhiker's 
computer game Adams has decided to stop playing God with 
the universe and return to mother Earth. 


Adams doesn't really think of the series as SF despite its 
setting. He refers to himself as a comedy writer who wandered 
into SF by accident. He says he'd like to get away from it but 
admits all his best ideas are the SF ones. 'It just keeps getting in 
the way'. Overtones of Arthur Dent I suspect. 

His wonderful ability to exaggerate is so ideal for SF. As 
anyone who's ever tried to make sense of a restaurant bill will 
know, the ordinary laws of mathematics simply don't apply. 
Who knows, maybe one day we will fly into hyperspace in a 
Starship Bistromath. Like bistromaths, many of Adams' ideas 
come from petty annoyances in everyday life taken to their 
ultimate absurd conclusion. Was there ever a greater bug in a 
system than the one which produced the Ultimate Answer 42 to 
the Ultimate Question What is 6 times 9?' after working on it for 
millions of years? 

Now the boomerang has come back. From out of his living 
room into the cosmic quagmire Arthur Dent has returned to the 
living room. Not just his own this time, but yours too. Infocom 
are about to release the Hitchhikers Guide to the Galaxy text 
adventure game. Adams has written all the text, which is in the 
same style as the book and punters can travel, like Arthur, 
around the galaxy at their own risk. It is available on Atari, 
Commodore and Apple so far and because of memory 
requirements a disc drive is essential at present. 

So the fish have met the chips at last. Stand by to hitch a ride 
on the next passing Vogon freighter. And whatever you do 
DON'T FORGET YOUR TOWEL! 


MAGRATHEAN EFFORT 


Creating new worlds can be hard work and, as Arthur Dent 
found out, so is saving them. In So Long Arthur finds himself 
back on Earth and only too eager to stay. But just when it seems 
he has hung up his towel forever the Galaxy gets in his way 
again. I won't divulge the answer for those who are longing to 
know God's Final Message, which is written in huge fiery letters 
on the last page, except to say that it's greater than 42. 

So Long, which was written in a locked hotel room in three 
weeks, is the end of an eight-year trek for both Arthur Dent and 
Douglas Adams. After the interglactic battles and mega-binging 
of the first three episodes So Long is a very quiet and intimate 
book. For some devotees it may prove a bit disappointing. 
Neither Zaphod or Trillion appear at all and Marvin doesn't crop 
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ow on 48K Spectrum 

The ultimate 
underground 
adventure 


"BOULDER dash takes the cake... the 
overall quality is excellent..: 
John Skoog K-Power Magazine 


This one's 
hot for Xmas! 


Superb scroll routine, described by experts as one of 
the best pieces of Spectrum programming ever! 

Sixteen mystical caves, 5 levels of play, 
joystick or keyboard options. 

One of the toughest tests of strategy and reflexes 
ever! Starring "Rockford" tm the incorrigible 
burrowing bug in his restless quest for gleaming 

jewels. 


U.S. Reviews 


"... Boulder Dash should be leading contender 
for anybody's action-game-of-the-year award." 

Burt Hochberg GAMES Magazine 


"... a magical mix of challenge, charm and 
originality... easily one of the best computer 

games of the year.” 
Michael Blanchet Chicago Tribune Syndicate 


"This game will be mentioned in my will 
... what silicon is and integrated circuits 
were always meant to be... subtle brilliance 
and unceasing magic... in a class by itself..: 

Craig Holyoak Deseret News 


"First Star has done a first-rate job 
on BOULDER dash ... the graphics 
are dazzling..." 

The video Game Update 


To: Front Runner, K-soft distribution, 

620 western Avenue, London W3 OTU 

Tape £7.95 including VAT 

Rush me___Tape(s) 

Name _ 

Address __ 

_ Post code_ 

Telephone_ 

l enclose a cheque/PO made payable to 

k-soft distribution for £_(post free) 

or debit my Access/Visa*_ _ 

Delete as applicable bk/ovbd 

I would like to he ar news of more Front Runner 

releases □ Yes Please allow 21 days for delivery. 






















Thrown out of academe 
for regarding 'science as 
some kind of a dodge or 
hustle', the parapsycho¬ 
logists go into business with 
a patented trap for 'vapours, 
entities and slimers'. 
Suddenly New York is 
terrorised by increased 
psychic activity, which seems 
to emanate from a strange, 
messianic apartment block 
built by sinister architect and 
occultist, Shandor. All this 
has more than a passing 
effect on inhabitant Dana 
Barrett, (played by Sigourney 
Weaver), who stumbles 
across a bizarre sect of evil 
entities operating from, of all 
places, her refrigerator. 

When business takes off 
no one is more surprised than 
the Ghostbusters 

themselves. But the colourful 


YOU AND I know that 
no self-respecting 
ghost would be seen 
dead in New York. Yet 
Ghostbusters is such an 
entertaining movie that 
it's easy to forget that 
we've left the old 
world. 

Ghostbusters is a modern 
update of the classic ghost 
story. Our erstwhile exorcists 
dress in para-military outfits, 
and come equipped with the 
latest in modern technology. 
(No garlic, just neutron 
wands and proton packs). 
The film brims with wise¬ 
cracks, fast one-liners, nutty 
characters and special effects 
wizardry. Released in the 
U.K. in early December, it 
has already drawn more cash 
to the box office than any 


NICKY XIKLUNA reviews GHOSTBUSTERS (the 
movie,) 




You meet a poor class of person in libraries these 
days. 


Lighting a cigarette after a heavy can be a dodgy 
business. 


Mr. P. Geist checks out of a downtown hotel. 


other Columbia picture. 

At last here's a movie 
where all-American altruism 
is honestly determined by 
mazuma. For the 
Ghostbusters, 'no job is too 
big, no fee is too big'. Our 
heroes flee from their first 
full- torso apparition, howling 
with terror. Their equipment 
works, not through stylised. 
Star Trek hi-tech, but 
through sheer good luck. 
This, you and I know, is how 
real Americans truly are — 
damn lucky to come out on 
top, and walking a wobbly 
plank between genius and 
lunacy. And what is more, 
we love them for it. (At least 
in the movies). 

Lunacy comes as no 
surprise, as Ghostbusters 
was written by Dan Aykroyd 
and directed by Ivor Reitman 
of Animal House and 
Meatballs fame. Bull Murray, 
Dan Aykroyd and Harold 
Ramis form the Ghostbusting 
caucus as Dr.'s Venkman, 
Stantz and Spengler. Their 
comic rapport, apparently 
partly improvised during the 
filming, is redolent of the 
enigmatic wit of the Marx 
Brothers. Something that 
spectacular cinema has 
largely gone without. 


effluvia get way out of hand. 
Selflessly thinking of the lives 
of 'millions of registered 
voters,' the Mayor puts 
Ghostbusters in command. 
So now we're set up for the 
inevitable million dollar 
showdown. In this movie, 
this takes place a-top a 
skyscraper-cum-temple, the 
set of which cost literally $1 
million amount to build. The 
Ghostbusters emerge as 
heroes of New York's odd¬ 
ball population, and even the 
rabbis are dancing in the 
streets. 

Reitman used mechanical 
rather than visual effects so 
that the actors had 
something 'real' to work with 
on camera. Some models 
required as many as ten 
people to operate. The 
ghosts are comical, 
occasionally scary, and verge 
on the tacky rather than the 
slick. This gives them 
character and is perhaps a 
relief from over serious and 
precious realism. 

Ghostbusters is a funny, 
irreverent movie. This is an 
old cookie...but if you are 
fool enough to see just one 
movie this year, you should 
think seriously about making 
it Ghostbusters. 


OVER PAGE: RICHARD BURTON reviews 
GHOSTBUSTERS (the game) 









To: Front Runner, K-soft distribution, 

620 western Avenue, London W3 OTU 


Rush me. 


Disk(s) of interview 
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K-soft distribution for £_ 
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Meet the Challenge 


Opportunity 

Knocks. 

This is your big chance - 
the top programmer's job. 
All you have to do is be at 
the right place at the right 
time. 

But don't be deceived, the 
.competition is tough out 
there! 

Due to the complexity of 
its outstanding graphics 
and challenging game 
play, interview is a multi¬ 
load game using the 
Novaload fast load system 
on tape. 

Don't wait for the rush, 
interview is available now 
from your favourite 
software retailer or direct 
from us. 

Tape £7.95 
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Being an 

examination of 
paranormal 
activity in a 
computer game 
related to a 
motion picture 
of considerable 
fame. 

NOW YOUR average ghost is 
not the most hilarious thing 
in the world. Like, it's a 
manifestation of something 
dead — like deceased. The 
unliving. Your basic 
phantasm has been 
consistent subject matter 
over the years for movies that 
have you reaching for the 
barf bag rather than rib 
binding tape. 

But then there's 
Ghostbusters; a film that 
breaks the rules and offers up 
your white-as-a-sheet 
stereotype in a chucklesome 
format. In the U.S. crowds 
flocked to see it making the 
movie that most marketable 
of all properties, a box office 
smash. Small wonder then, 
that along with all the T-shirt, 
badge, toy and sticky sweets 
makers came Activision with 
plans to produce 
Ghostbusters — the 
computer game! 

Games-of-the-movie have 
not had a brilliant track 
record to date. Who can 
forget Atari's fumbled 
attempts to translate E. T. 
and Raiders of the Lost Ark 
into video games? However, 
with reservations (which 
may, or may not, be revealed 
later), I think Activision might 


just have got the formula 
right with Ghostbusters. 

One word of warning 
before we plunge headlong 
into a close examination of 
the game, you must like Ray 
Parker Jr.'s finger-popping 
theme tune. I mean really 
love the thing to the point of 
obsession. Because once this 
game starts the damn thing 
just won't quit! A music 
panic button should have 
been mandatory. 

Okay, so you're a Ray 
Parker Jr. groupie and the 
game has loaded. The title 
screen comes up, the music 
starts and on comes the 
bouncing ball to help you 
sing along with the lyrics that 
scroll up the screen. No 
kidding. This was the only 
time I could've used that barf 
bag. Pressing the space bar 
punctuates the music with 
the yell. 'Ghostbusters!', in 
impressive, natural-sounding 
speech. This and a couple of 
other bits of dialogue in the 
game are produced by a 
system called Software 
Speech a big bonus for 
CBM 64 owners. 

Pressing fl or f3 starts the 
game. You are applying for a 
Ghostbusters franchise and 
need funding. You can either 
input an account number or, 
as a new customer, accept a 
flat-rate $10,000 loan. 

The 'account number' is 
gained after successfully 
completing one or more 
games. Activision claim that 
the code can be used on any 
version of the game 
anywhere in the world. So 
remember, wherever you go 
don't leave home without 
your secret Ghostbustrs 


number — you never know 
where you might find a 
game. 

Cash in hand you move 
onto selecting a suitable 
vehicle for your operation. 
Four are offered, ranging in 
price, speed and capacity 
from a VW beetle to a high- 
performance sports job. Next 
is equipment selection. 
Check out the goodies on 
display: PK energy detectors, 
image intensifiers, ghost 
traps, ghost vacuums, a laser 
confinement system, and 
more. Equip your vehicle 
according to your budget and 
you're ready to tackle those 
spooks. 

Out on the New York 
streets, things are getting 
heavy. Slimers terrorise 
apartment blocks and 
Roamers are converging on 
the Temple of Zuul in ever- 
increasing numbers. A real 
bad trip is in the air. 

Check the streetmap 
display for Slimer alerts and 
work out the shortest route 
to the target. Thumbing the 
joystick fire button switches 
to an overhead view of your 
vehicle barrelling along the 
street. If you have a ghost 
vacuum on board you can 
suck up any Roamers on the 
way. At the target zone two 
of your Ghostbusters deploy 
a trap and attempt to lure the 
Slimer into it using their 
negative ioniser power packs. 
Should the ghost escape the 
ion streams one of your men 
has had it. Software Speech 
kicks in with, 'He slimed me!' 
and you're looking for a new 
Ghostbuster. Worse still, 


should the streams cross 
both men go down. It's a 
tough, dirty job but someone 
has to do it. 

Successful entrapment 
gains a triumphant 
'Ghostbusters!' shout, 
boosts your bank balance 
and you're back cruising the 
streets looking for work. 

So it goes with calls back 
to Ghostbusters HQ for fresh 
supplies and more men. All 
the time the game is picking 
up speed and periodically 
enough Roamers get 
together to form the dreaded 
Stay-Puft Man. 

I really got to hate this 100ft. 
high pile of walking 
marshmallow. Not only does 
he trample over buildings, 
you have to pay for any 
damage caused. Just when I 
was beginning to build up a 
healthy bank balance on he 
stomps to lose me four 
thousand bucks per block! 
Get rid of him, quickly. 

Ultimately you must 
confront the terror of Zuul 
and get two men into the 
Temple entrance. This is not 
so straightforward as you 
have to be well in credit when 
that moment comes. 
Needless to say, the Stay- 
Puft Man has prevented me 
attaining this state as yet. 

GHOSTBUSTERS, FOR 
Commordore 64 from Acti¬ 
vision. Format: cassette. 
Price: £10.99 (disc version 
£19.99). Also available for 
Spectrum 48K (£9.99); 

MSX and other leading 
systems to follow. Overall 
rating; KK 


Top: The Ghost 
Gang prepare to 
face their 
ultimate test in 
the movia 
Right: The main 
map screen of 
the gama 
Roamers 
converge on 
Zuuts Temple. 



CITY'S PK EHERGV: US2 $1000 



Traping a Limer. 
Fire the ion 
beams then 
activate the 
trap, screen 
centre. 


CITY'S PK EHC8GY: 

w^CITVTTtoN 


$2500 




















RUMOUR HAS it that things 
did not quite go to plan with 
the Commodore TV ad 
featuring an elephant in a 
boxing ring. It appears that 
after four hours setting up 
the elephant in its shorts and 
gloves (it was originally due 
to tower menacingly over its 
human rival), when filming 
began, the elephant rose and 
a loud rip was heard...its 
shorts had ripped and they 
had to film around this little 
problem.. .Which is why the 
Heffelump don't stand up... 


HAS UNCLE Clive lost his 
marbles, I wonder? After 
reading that five of the old 
Imagine team are now 
involved in the rewriting of 
Bandersnatch on the QL, I 
learn that of the five people 
stated to be involved in the 
relaunch, only two are 
programmers (Dave 
Lawson and Jake Glover), 
both of whom 
programmed on the 6502 
previously. The others 
seem to be PR types... 


IT NEVER ceases to 
amaze me that the 
people involved in the 
micro industry have 
such weird and 
wonderful 
backgrounds. Take 
David Ward, a director 
of Ocean Software. He 
used to have a 
company that rented 
out theatrical scenery 
and props for 
commercials and other 
usages. He started with 
a humble mail order 
company called 
Spectrum and then 
changed its name to 
Ocean. The rest is 
history... 


TONY CROWTHER - the 
man who bought you Suicide 
Express, Son of Btagger and 
Potty Pigeon (to name but a 
few) — has left Gremlin 
Graphics and set up a new 
company called Wizard 
Development. His new game 
Gryphon (multi-level arcade 
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NO NO, tell me it's not 
true! I hear that Mylstar, 
the US company that 
bought you Mach3/Cobra 
Command and Us vs Them 
has gone bust, this 
(hopefully) means that their 
machines will be rather 
cheap to buy second-hand 
they current cost £1695 and 
£1897 for the stand-up 
and booth versions 
respectively. 

The reason for their 
apparent collapse? The bad 
state of the arcade market 
and numerous hardware 
faults in their machines. 


.'. MUMBLE... 

MUMBLE . . .mumble . . . 
Creative Sparks have gone 
bust!' 

What? I'd better give my 
Scottish friend Gordon Reid 
[their software manager] a 
ring. 

Click. 

Hello Gordon, it's The 
Ferret here. I'll come straight 
to the point. I've heard 
rumours that Creative Sparks 
has gone bust. 

Pause. 

'Can your mother stitch, 
son?' 

Er, sorry, Gordon, I'm just 
after some clarification. 

'Och well, I'll tell you — 
we've sacked all 18 in-house 
programmers and decided to 
re-employ six of them as 
freelancers. I think the others 
are a wee bit unhappy, son.' 

Oh I see - so it's probably 
just some unhappy 
programmers spreading 
doom and gloom? 


'I'd imagine so. We will still 
be producing games, with 
our next releases being after 
the Christmas period'. 


game) will shortly be released 
for the Commodore 64 mu/it- 
levei arcade game .' 

Where did he get the title 
Gryphon from? He just 
happened to be watching a 
well known bank commercial 
on television.. .Those of you 


buying Crowther's latest 
game Suicide Express will 
find that it does not have 
Currah Speech in it as 
advertised. The reason for 
these changes could have a 
little to do with Tony's 
leaving Gremlin, I gather. 


DID YOU ever wonder 
why the classic 
arcade game Donkey 
Kong was DONKEY 
Kong? Well, Atari tell 
me that the Japanese 
gentleman who did 
the translation made a 
mistake and wrote 
Donkey instead of 
MONKEY! 
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AT £129, LOOK 
HOW THE ATARI 
800XL COCKS A 
SNOOK AT THE 
COMPETITION. 


AT LAST, SERIOUS HOME COMPUTERS ARE UP AGAINST SERIOUS COMPETITION. THE ATARI 800XL 
OFFERS EVERYTHING COMPETITORS IN OUR PRICE RANGE OFFER. AND AS YOU CAN SEE ON THE 
LEFT, A GREAT DEAL MORE. PLUS SOFTWARE PRICES THAT START AT LESS THAN £10. 


A ATARI 800XL 

FOR FURTHER DETAILS CONTACT YOUR NEAREST ATARI DEALER: BOOTS, CARREFOUR, CO-OP, CURRYS, DIXONS, GRANADA, LASKYS, LEWIS'S, LITTLEWOODS, MAKRO, 
RUMBELOWS, SILICA SHOP SPECTRUM, VALLANCES, WIGFALLS, AND ALL OTHER COMPUTER SHOPS. 
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So much for the 
tortuous plot. It's the 
brilliantly realised graphics 
that make School Daze 
such a treat to play. The 
school building is good as 
you scroll through its boxy 
structure, but it's the 
characters that really 
stand out. You can insert 
your own names for all the 
main characters, from 
Angelface the school bully 
to Mr. Creak the History 
Master. Somehow Micro¬ 


sphere have inserted real 
individuality into what are 
very spare cartoon 
miniatures. They all have a 
life of their own, and even 
as you sit through another 
dreary geography lesson 
with Mr. Withit, the 
swinging Geography 
teacher, things are going 
on around you in the other 
class-rooms and corridors. 

The teacher characters 
are capable of a wide range 
of animation, from falling 


over to gesturing and 
writing on the blackboard. 

The only flaw, if it is one, 
is that the game is so 
fascinating to watch, I 
found it hard to play 
seriously, and ended up 
mischievously knocking 
over the teachers and 
wellying the school bully at 
regular intervals. 

An achievement in social 
realism and fun to play too. 


THIS is a game on a theme 
of horror and despair, a 
game populated by 
wandering monsters, a 
game where no-one can 
really be trusted, and 
everyone is a potential 
enemy. 

Through this alien 
landscape of paranoia and 
imminent catastrophe you 
must make your way, your 
single goal, to wrench 
victory from the jaws of 
universal defeat. 

For this is the strange 
world of Skool Daze, where 
even in the eye of God you 
are a mere pupil. 

Mi crosphere master 
programmer David Reidie 
has it off to a T. The 
claustrophobia and 
creeping terror of the 
education system are laid 
bare for all to see. 

We start with a normal 
day somewhere near the 
end of term. The Head (Mr. 
Whacker, who bears a 
close resemblance to Mr.T) 
has closeted in his safe a 
fearful indictment of your 
year's performance, your 
School Report. There is 
only one way out. You 
must open that safe. Each 
of the teachers possesses 
one letter of the safe code 
and they'll only reveal it if 
they are first disoriented 
and then knocked down. 

The first is easy, you 
simply use your trusty 
catapult, Beakslayer, but 
for the second you have to 
set all the school trophy 
shields flashing, by hitting 
them. This is done by 
either bouncing a pellet of 
the balding pate of one of 
the monstrous masters, or 
by clobbering one of the 
other boys and climbing on 
his back (real Nature-red~in- 
tooth-and-claw stuff!). 

But beware, 'cos just as 
in real life, you'll get lines 
to do if caught doing 
anything out of order, and 
there are a lot of things you 
can do wrong, from 
missing class to jumping in 
the corridors, and the 
school sneak is always 
ready to squeal on you, 
10,000 lines and you're sent 
home. 


A short- panted 
FIN FAHEY 
finds Microshpere's 
SKOOL DAZE just 
too, too disturbingly 
like the real thing. 
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48KSPECTRUM 


THE ULTIMATE mcikm ADVENTURE 


PROJECT FUTURE - Your mission to teleport aboard, 
and activate the Self Destruct System, of the dreaded 
Star Ship FUTURE. 


The SS FUTURE is a huge labyrinth of a Star Ship, 
covering 256 screens of the most amazing high 
resolution graphics ever seen on the Spectrum. 


AVAILABLE NOW FROM ALL GOOD SOFTWARE OUTLETS OR DIRECT 
PRICED £6.95 INC P & P FROM: 

MICROMANIA, 14 LOWER HILL RD„ EPSOM, SURREY KT19 8LT 
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VIDEO GAMES 
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Creative Sparks, 

Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GU14 7NF 
Telephone: (0252) 518364. 

Name 


Available from 

All good computer software stockists. 
Send me (tick as required) 

□ My local stockist’s address 

□ Your full list of games 

□ _copy/ies of this game 

TNEE 293 at £14.95 each £_ 

+ single P&P sum _ 

Total to send £ 


Method of payment 

By cheque or PO (no cash) made payable 

to TECS 

□ By Access or 

□ Barclaycard 


Enter card no. 


Address 


Sign below: 


Credit card sales: UK buyers only. 
Response within 21 days. 


BK0185 
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: 30p 

£ 
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J QUALITY CONTROi 
FROM CREATIVE4PARKS 


ON C64 

For those 
who demand 
excellence 


JAVA JIM 

Guid ed pVpJirnifrovrid the screen 
dflBnp BpR tuore holes as he 
searches for ancient relics. 
YoWIMII have to avoid the lumps 
of sizWnjg lava being continually 
showfffed down on Jim from the 
still a mffBwpk ano in this highly 
final fun game, 
action screens, 
levels of play. 
score feature. 
Fdff loading cassette. 


4 full graphic 


COUNTDO WN 
TO MELTDOWN 

An amazing graphic 
action adventure game which 
puts you in charge of a team of 
androids trying to reach the core 
of a nuclear reactor before it 
explodes. 

This game has over 2000 rooms to 
be negotiated and every single 
one of them is in 3D!! 
Probably the most exciting 
game yet developed for 
the C-64. 
Fast loading cassette. 


BIRD MOTHER 

This is a delightfully original 
game which uses nature as the 
setting for a highly compelling 
and challenging game. Guide 
the Bird Mother as she builds 
her nest and raises her young , 
finally protecting them from a 
predator hawk. 
Fast loading cassette. 
The stunning graphics and music 
in Bird Mother are not to be missed 


Available from All good computer software stockists. 
Send me (tick as required) 

□ JAVA JIM TNCE163 (C64) £7.95 

□ COUNTDOWN TO MELTDOWN TNCE273(C64) £7.95 

□ BIRD MOTHER TNCE263 (C64) £7.95 


Method of payment 

By cheque or PO (no cash) made payable 

to TECS „ 

□ By Access 
or 

Enter card no. □ Barclaycard 


Creative Sparks 
Department MO, 

296 Farnborough Road, 
Farnborough, Hampshire, GU14 7NE 
Telephone: (0252) 518364. 


WING COMMANDER 

This is a highly sophisticated 
flight combat simulator which 
puts you in the pilots seat. 
Highly advanced machine code 
programming has ensured you 
feel every stomach lurching dive 
and roll. 

With 17 separate controls to be 
monitored and several ground 
targets to be defended from the 
attacking enemy bombers. This 
game will stretch your skills to 
their limits. 
Fast loading cassette. 




□ WING COMMANDERTNCE203 (C64) £7.95 

□ My local stockist’s address 

□ Your full list of games 


Game/sat £7.95 each 

£ 

P 

+ single P&P sum 


: 30p 

Total to send 

£ 

: P 



Sign below: 

Credit card sales: UK buyers only. 
Response within 21 days. 



















COMPUTE GAME IN THE ]Dt 


AS THEY prepared for 
the 25th Cadcam 
International Show, it 
became obvious that 
the boys from Enviro 
UK would really have to 
move. 


They had booked most of 
the first floor as space only — 
and that's just the way It 
looked with just 24 hours 
before the doors opened. 
There was no sign of hi-tech 
stands, demo equipment or 
contractors while all around 
the air was filled with the 
clamour of build-up day. 

Only four miles away in the 
Victoria Court dean air 
complex the calm 
atmosphere of Research HQ- 
Enviro UK heaved and 


shattered as Bob Marsh hit 
the roof. None of the ultra 
cool wafers had arrived, the 
holograph interpreter 
wouldn't gel and now MAD-2 
(micro assembly droid) was 
just plain missing! 

Bob is project leader for 
the total environment wrap¬ 
around program. A//(!) he has 
to achieve is the translation 
of living requirements into 
structures. The breakthrough 
came two years ago when 
the imaging lasers were 
successfully integrated with a 
threadsheet spinner. The 
principle has been developed 
so that now the designers 
schematic — displayed by 
imaging lasers — can be 
directly translated into a solid 
structure. 


This production facility is 
linked to a modified AI-12B 
from GDC (the artificial 
intelligence people) so that 
the program can comprehend 
what is meant by 'A cleaner 
concept for living' — then 
design and build 'the better 
living environment'. 

The major modification to 
the control hardware was the 
use of background wafers to 
provide the huge active 
database of living standards 
— everything from building 
regulations to the dreams of 
humble dwellings. The idea 
of booking space only at the 
show was brilliant. In the 
center will sit the Enviro 
demonstration unit — the 
surrounding area will hold all 
those structures created by 




It's called CAD-CAM WARRIOR. 


The screen chart 
on this page is 
just a small part 
of Cad-Cam 
Warrior's overall 


by Task Set 


map scenario. 

Each colour 
code designates 
a new screen 
'system'. Short 
cuts (at 
junctions) CAN 
be taken . . . 
provided you've 
done well (and 
quickly) enough 
when you reach 
the option point. 

Otherwise it's 
the long haul... 


and it boasts eight thousand 

different screens. Yes, 


You heard right-eighty thousand. 

is this the standard of the 


New Epic? 


TONY 

TAKOUSHI 


it. The (selected) show visitor 
simply states his 
requirements then has his 
mind blown as the suggested 
structure is constructed there 
and then! How can we fail — 
we're going to be RICH! 

Bob Marsh wasn't feeling 
rich — he was feeling sick. 
There was no time to wallow 
— he had to make the 
decision to go. Go for it — 
pack the gear, ship it down to 
Olympia 3, send a runner for 
the wafers (they're 
preloaded) and we'll fit them 
on site, grab some fixers and 
tweak the hi-interps on the 
way down. 

You should have seen their 
faces — acres of low-start 
flooring to fill and we turned 
up with two small trucks and 


the E frame. There was no 
point in keeping anything 
under wraps — none of the 
incredulous contractors 
would guess the nature of 
the breakthrough, and 
anyway we still had work to 
do. 

Set-up only took three 
hours and the laser alignment 
was going well. We still 
lacked the wafers but they 
were on their way. . . 


THE SCENE is set for the biggest 
arcade adventure in micro 
history. It's called Cadcam 
Warrior and it's from one of the 
leading games houses in the UK, 


Taskset. 


m nl 



reports... 

A BIG K EXCLUSIVE 


or 
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As the final scenario line 
implies the wafers are the key 
objective in the game and the 
runner is the character you 
control. The computer has 
malfunctioned and it has 
swallowed the runner and the 
wafers into its processing 
system. The runner has to work 
its way through the computers 
locations (8192 in all) to its very 
heart where the wafers lie. There 
are 200 alien types (some being 
rehashed in different layouts) 
Info Tokens, Phase Counters, 
Vifa Branches, Online Tokens 
and Exultation Junctions to 
destroy and collect on your 
travels. But I won't define all the 
above items as it would greatly 
detract from that joy of discovery 
in playing. 

There are eight square-shaped 
floors with each floor holding 
1024 rooms. These rooms are 
split into four sectors on each 
floor (4*256) with a stairway to 
the floor above in each corner of 
the floor. 


PRESENTED 



As you play you will be 
presented with a room which has 
two mirrored plates (see pics) 
and the colour of the edge plates 
will be an indication of the attack 
pattern for that room. Skillful 
play is necessary as the faster 
you complete a room you are 
awarded with Phase Counters 
and Online Tokens. These two 
items allow you to jump ahead 
and bypass other rooms directly 
in your path (as laid out in a 
short-range map at the end of an 
attack wave) and recieve 
information about branches 
further ahead respectively. 

The key to playing this game 
well is be rather familiar with the 
numbers in base eight (play it 
and find out!). The small section 


rb i u i ■ r 
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Below: The Taskset CadCam Warrior team: justifiably proud of their epic. 


Above: Stairway to Heaven? Only if you're fast enough. 
Below: 3D soft-solid and 8192 locations. 


CONTINUED 
ON P.27 
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Skooldaze - 

the game that 
has everything - 
excitement, drama, 
comedy, tragedy, 
catapults . . . join our 
hero on a madcap romp 
with your favourite 
characters - the wicked 
headmaster, the nutty professor, 
the ancient history master (the 
history’s quite old, too!) and, not 
forgetting the swot and the school 
bully. 

Speech bubbles, amazing 
animation, great graphics. 


I 

/ 


of I 
poi 
enl 
hoi 
bre 
set 
yo 
an 
re? 


Skyranger 

patrol the ai 
between th< 
skyscrapers am 
make the city a safe 
place to live. 3D liki 
you’ve never seei 
before, showing what. 
Spectrum is really capabh 
of with the righ 
programmer 

£5.9! 


Wheelie 

in February the CRASH magazine reviewers 
thought this was one of the most addictive 
games ever. At a rough guess I’d say they were 

addicted to this game, 


£5.95 


£5.95 


All for the 48K Spectrum. 

Available from all good computer shops. 

or direct from: MICROSPHERE COMPUTER SERVICES LTD, 

72 Rosebery Road, London N10 2LA 












COMPUTER 
GAME IN THE WORLD? 


CONTINUED FROM 25 


of map (see above) shows a tiny 
portion of the first floor. You 
enter top left and would have to 
hold info tokens to see the 
branch down from the blue 
sector to the Orange sector, or 
you would travel all the way up 
and down the blue passage to 
reach the Orange junction. 

FURIOUS 

The action in the game is fast 
and furious and the aliens do not 
simply have to be zapped. You 
can collect them, lay mines, lead 
them into trouble and collect 
them while they are young, to 
name but a few. The real 
challenge in this game is simply 
its sheer size and the necessity to 
watch out for (and wisely 


choose) the right branches to get 
via Exultation Junction to the 
floor above you. 

As you can see from the map 
section (the number 8 and 
multiples thereof are relevant 
when it comes to finding 
junctions to the next sector on 
each floor, although there are a 
few surprises in store if all 
junctions encountered are taken. 

The graphics and sound are up 
to the usual Taskset excellence 
and a great deal of thought has 
gone into the planning and 
design of this game. It all shows 
in the quality of the final product. 
Cadcam Warrior is not a game to 
be cracked in a week. In fact, I 
defy anyone to crack this baby 
inside a month. Maybe two. So 
there. 


HISTORY 


ALL TASKSET games, and Cadcam Warrior especially, 
are the result of solid teamwork. At all stages from design 
concepts through to mastering for duplication the 
designers have been working together, originating and 
solving problems. 

Consider some of the stages which became the subject 
of discussion by some or all the Taskset team during the 
development of Cadcam Warrior: 

1. The design concept — this grew from ideas about 
displaying two alternative game play areas on the same 
screen. They were originally linked by holes through which 
the player could conduct two battles simultaneously. This 
idea fused with the concept of a machine created labyrinth 
and the basis for Cadcam Warrior. 

2. Detail Definition — to establish the shape of 
characters and the environment. This is heavily linked to 
graphic design but must take account of the capabilities of 
the 64's screen and the requirement that the major 
characters be highlighted and have special definition to 
save them from merging with a many-coloured 
background. 

3. Storyboards — these are produced to establish the 
main objectives of the game and to show the view of 
important scenes on the way to the goal. 

4. Sound — including sound effects and music, the 
allocation of channels and the mood which the music 
should induce. The composition and arrangement of an 
original score was a major consideration. 

5. Game Facilities — includes joysticks, keyboard, 
player options, number of players, security, loading 
screens and memory management. Add to these game 
requirements the commercial requirements of scheduling, 
production, packaging, promotion and funding the need 
for a team is clear. 





HENRY'S HOUSE 


THIS IS a new game from 
English Software (of Atari 
fame) that sets a new 
standard in graphics and cute 
characters on the 64. 

Before I go any further I 
need to make clear that this 
game to all purposes is based 
on a certain princeling who 
was born not too long ago. 

It has eight different 
screens and little Henry has 
to make his way from room 
to room picking up all the 
objects and reaching the exit 
safely. The rooms to be 
covered include The 


Bathroom, The Nursery, The 
Clothes Cupboard, The 
Kitchen and The Playroom. 
Little Henry looks incredibly 
cute and endearing and the 
way he leaps around 
platforms and ladders gives 
the game a strong arcade 
element. 

This is another platform 
game BUT it offers a totally 
new perspective on the 
graphic capabilities for the 64 
and is tough enough to 
ensure many a night's play 
before it is mastered. 
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SHARDS SOFTWARE PRESENTS 

AN EPIC TWO CASSETTE FAMIL Y A DVENTIIRF, IN FOUR PAR 





THE PETTIGREW CHRONICLE 



Selected available now at all good stockists <>. i»v mailorder 

Stores from SHARDS SOFTWARE Royrralt House Linton Road Barking Essex 

(send chcquo/PO) OR Telephone through your Access/Yisa order to 01-591 7006 












































































MAKE SURE YOUR 
HOME COMPUTER 
WORKS... FOR 
YEARS AND YEARS 


Guarantee years of service from your home computer. 
Protect your investment by joining the MICRO REPAIR CLUB. 
After your warranty has run out can you afford the manufacturers’ 
repair charges which can be as high as £60 minimum? 

THE MICRO REPAIR CLUB is a brand new organisation offering a 
unique scheme which guarantees that should your computer break 
down, it will be repaired at absolutely no cost. 

THE MICRO REPAIR CLUB has been formed to save you money 
and ensure that your computer is in tip-top working condition for 
years to come. 

A one-year membership that guarantees all repairs to your 
micro costs only £24.95, with an annual renewal of £14.95. 

A two-year membership costs £35.95, three years £46.95. 
For incredible value for money a four-year membership costs 
only £57.95. 

All prices are inclusive of VAT 

THE MICRO REPAIR CLUB is backed by one of the world’s largest 
insurance groups and the actual repair work will be carried out by 
Computeraid Services, a division of Thorn EMI Information 
Technology Ltd. 

There can be no greater protection. So if you own a Sinclair, BBC, 
Acorn, Dragon, Commodore or any other home computer join the 
Club by ringing the HOTLINE on 01 -946 7777 or clip the coupon 
below and send it to: 

Micro Repair Club Limited, Swan Court, Mansel Road, Wimbledon, 
London SW19 4AA. 



MICRO 

REPAIR 


: CLUB mm 



HERE COME DE 
WINNERS 
OF DE 

BIG K0MPETITI0NS 

BIG K CGL M5 competition 

_ 


July issue. Entrants were asked to place eight features of the CBL M5 computer plus 'Basic- 
G' cartridge in the order they would most appeal to a novice computer user. The best set of 
answers, in the judges' opinion, was supplied by Colin Meeks of London. He put: 

1-C, 2-B, 3-E, 4-L, 5—K, 6-D, 7-J, 8-A. 

Colin kops the M5, Starter Pack, Basic-G cartridge and everything he needs to start a full 
and happy hacker's life! 

Game & Watch Multi-Screen Pocket Pinball games go to 17 runners-up. All should by now 
have been notified of their winnings. 




BIG K Wico Joysticks competition 


October issue. Eight advantages of joysticks over keyboard use in arcade-style games were 
listed and entrants asked to place them in the order of importance to a home computer 
games player. The judges checked out the coupons and decided the best order came from 
Nicky Tiernan of Chester, who put: 

1-K, 2—C, 3-E, 4-A, 5-J, 6-L, 7-B, 8-D. 

Nicky wins a Wico Track Ball and a 3-Way Joystick, as do C. Giles of London, Michael 
Lewis of Buckingham, Mark Metcalfe of Auckland and P. Milner of Tollandine, all of whom 
submitted next best entries. 

Second Prizes of a Red Ball Joystick went to M. Aspinall of St. Leonards on Sea, Paul 
Brake of Edinburgh, C. Craddock of Horndean, P. Lambshead of Rainham and Kristina Smith 
of Warminster. 

Third Prizes of Boss Joysticks go to Kenneth Gordon of Edinburgh, Stuart Giles of Marston, 
Robert Kerr of Glasgow, B. Morris of Rochdale and Paul Quinn of Newcastle Upon Tyne. 
Everyone should have been notified of their winnings. 

Big Kongratulations to one and all. 

Stay tuned for more competition results coming real soon. 


r--- 

I would like to join the MICRO REPAIR CLUB for_years and look . 

I forward to receiving my full membership pack. I 


I enclose a cheque for £ 24.95 EH One year’s membership* | 

£ 35.95 EH Two years £ 46.94 EH Three years £ 57.95 □ Four years 
Made payable to Micro Repair Club Limited ‘Please tick relevant box I 

Please debit my Visa/Access card No:_| 

Name____ 

Address_ • 

- , 

I own a_home computer and it is in working order. 
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Pitfall Harry has to recover the priceless 
Raj Diamond from the lost caverns. But there 
is a small matter of poisonous frogs. Albino 
Scorpions. Vampire Bats. Electric Eels. 
Need we go on? 

Running on Commodore 64, MSX, and Spectrum 


Miners are trapped deep underground. 
Threatened by molten lava, poisonous bats, 
snakes, spiders. You alone in the person 
of Roderick Hero-Helicopter Emergency 
Rescue Operation-can help. 

Running on Commodore 64, Spectrum, MSX 


And you thought it was just a movie. 
But Ghostbusters is a computer game, too. 
Following the film with incredible accuracy. 
Even down to the chart topping music score. 

Running on Commodore64andSpectrum. 

Soon on other systems. 



_ Aafraon. 

With the Designers Pencil, you can draw the 
world-and everything that's in it. 

Write your own melodies. Learn to write and 
develope your own programs. Its scope is as 
broad as your own mind. 

Running on Commodore 64 and Spectrum 



Man's ultimate journey. You can make it, in 
faithful detail,from lift-off,through an outer- 
space rendezvous, to landing. A genuine 
test of your inner strength. 

Available soon for Commodore 64 and Spectrum 



Stay cool. Stay low. Stay alive. 

Your mission is to fly down the world's most 
heavily defended river, destroying every¬ 
thing the enemy hurls at you. But beware... 
your fuel tanks are nearly dry. 

Running on Commodore 64, Spectrum, MSX 



' H f ACriViSlOW' 


DECATHLON 



9 * V I 0 C » A * I | 



Number one in the charts. And set to stay 
there. Decathlon asks for total commitment. 
Speed. Strength. Stamina.The will to win. 

Running on Commodore 64 



Merton the maintenance man is set for yet 
another routine night in charge of the toy factory. 
But something has gone terribly, terribly wrong. 

Running on Commodore 64. Soon on Spectrum 


Eight very 
different titles 
with one thing 
in common. 



touch of gold. 


For more details contact Activision (UK) Inc, 
15, Harley House, Marylebone Road, 
London NW1. 

AcliVisioN 

Your computer was made for us. 
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SNOOKER -£8.95 

SPECTRUM BBC VIC 20 ELECTRON C64 

Written by Tim Bell. A brilliant simulation of the popular table game. Can be played on one’s 
own or against an opponent. An extremely enjoyable game for all the family. 


HENRI -£9.95 

ATARI 400/800/1200 with any 

16/32K Ram 

Written by Adam Billyard. Henri is tunnelling for 
diamonds, but in his quest for wealth he must 
fend off killer bats and falling anvils by throwing 
his deadly camembert cheese. 

Available by mail order 


DARE DEVIL DENIS - £7.95 
BBC ELECT. C64 

Written by Simon Pick. Denis, fast becoming the 
best motorcycle stuntman around now faces his 
most difficult task:- a hazardous ride attempting 
to avoid numerous obstacles and thus achieve 
invincibility. 


Galaxy Raiders has the feel of an adventure with 
the nail biting excitement of a Galactic mission. 
You must think to stay alive. 




C.S.M. SUITE 40. STRAND HOUSE. GREAT WEST ROAD. BRENTFORD. MIDDX. TW8 9EX 01-560-4191 







































Turn] nmjj 


The SWAG-man’s on the job to burgle 
the millionaire’s mansion. lt*S full of 


beautiful, valuable SWAG ready for 
nicking! Unfortunately, he’s gate¬ 
crashed a fancy dress party j£d the 
guests are in pursuit. 

Help him through the seemingly 
never ending maze of rooms to 
collect the SWAG and find the 
WAY OUT! 


w 

Atcadit standard, 100% machine code, 
amazingly sns^ptf t high resolution 
graphics, in<M&ible sound effects, the 
totally addictive concept. 


fircade adventure 


U\{0[xQU\/aU{/a 


SWAG is available now! On high speed loading 
Cassette or Disc from all good software outlets or direct 
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I orders for goods supplied through the On Line system will be fulfilled by Empire Stores Ltd., at 18 Canal Rcm 

For current interest rate please ask at your 



cP'Sx^ 

./'.BK1B__ 

lire Stores Ltd., at 18 Canal Road, Bradford, West Yorkshire. This scheme is available to any 
iterest rate please ask at your local NatWest branch. 
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ELEPHANT 
NEVffi FORGETS 




The explanations behind games seem to get loonier and loonier 
all the time. This one really does mix the mythoi. For starters, 
you've got a building full of killer robots, some of which shoot 
back and some of which don't. The walls are electrified and to 
be avoided. So far so good, and very cybernetic indeed. But 
what you're looking for is keys, magic rings, pots of gold and 
such adventure game paraphernalia. To add a dash of Gothic, if 
you hang around too long in a given room, this classic-type 
ghost comes through the wall and knocks you down. Looks like 
a person in a bedsheet, if you ask me. 

Movement is under joystick control, and you can fire back in 
the direction of movement. The gun is unfortunately rather low- 
slung, so the little man you control seems to be doing something 
you wouldn't expect in polite company. The maze ois a fair size, 
some sixteen rooms on each level, but I really found it a bit too 
zap-or-you-get-zapped. Certainly a strain of engaging 
eccentricity here, though. — F.F. 


A VITAL 
PART IS 
MYTHING 


From: MICROPOWER 
Format: cassette 
Price: £6.95 
Graphics: K 
Playability: KK 
Addictiveness: K 



MAKING 
IT WITH 
BAND-AID 


A trio of Egyptian Panic variants suitably swathed in rotting 
bandages and dunked in embalming fluid. The first is fairly 
pointless to be honest, and merely involves digging a couple of 
holes in Tutankhamun's tomb in the hope that a crusty Glob 
(animated and angry) can be tempted up from the lower levels 
and then brained. It's little more than a ritual really, prior to 
entering the second levels 'n' ladders screen, which is based on 
the standard Panic layout, here you must collect at least five of 
the randomly scattered cartouches (a kind of hieroglyphic note¬ 
pad) from beneath the noses of prowling Globs, thereby being 
allowed entry into the third screen which puts you within sniffin' 
distance of your beloved endgame sarcophagus. 

Pharaoh enough you might think! Unfortunately despite the 
promising scenario, this variation on a theme has little to 
commend it. The graphics are functional (i.e. not quite naff) and 
the game just happens to be an expert on all things Egyptian and 
have stacks of interesting Egyptian holiday snaps to show. 
Y'know, Keaton at the Sphinx, Keaton impersonating a sphinx, 
that kind of thing. There's even some Super 8 film somewhere! 
Now where did I put it all... — S.K. 


Maker: LOTHLORIEN 
Format: Papyrus scroll 
Price: £5.95 


Graphics: K 
Playability: K 
Addictiveness: K 























































ELEPHANT NEVER FORGETS 


Get the best from your computer with ELEPHANT disks. Certified 100% error-free and problem- 
free, and with quality maintained for at least 12 million passes, ELEPHANT disks are 
guaranteed to meet or exceed every industry standard and are compatible with virtually every 

computer on the market. 

Look for the ELEPHANT sign at your local Dealers - or in case of difficulty, 
phone or write direct to Dennison Manufacturing Co. Ltd. 



Dennison 


Dennison Manufacturing Co. Ltd. 

Colonial Way, Watford, Herts WD2 4JY, Tel: Watford (0923) 41244, Telex: 923321 

Prance: Soroclass, 8, Rue Montgolfier - 93115, Rosny-Sous-Bois, Tel: 16 (1) 855-73-70 

Germany: Marcom Computerzubehoer GmbH, Podbielskistr. 321,3000 Hannover 1, Telex: 923818 

Other Countries: Dennison International Company, 4006 Erkrath 1, Matthias-Claudius-Strasse 9, Telex: 858 6600 
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GAMES OF OUR TIME 










No. 9: PONG (Atari) By STEVE KEATON 
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SIP 


The blip-blap-blip That Saved 


A Generation 
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PEOPLE, UNLIKE CBMs, have 
poor memories. I mean, how 
many can recall the first video 
game? 

Come on now, really think 
about it. Rack that grey matter. 
What would you say? Pac-Man? 
Leave the room immediately! 
Space Invaders? Go take a stint 
on Codename Mat! Pong? Well 
— close but no cigar. The first 
marketed video game was in fact 
something called Computer 
Space! It appeared in November 
'71 and was distributed by 
nutting Associates of California, 
USA. Interesting, huh? It never 
set the world aflame though. The 
game bombed and fewer than 
3,000 Computer Space machines 
were made. Its only surviving 
relative is an elderly VCS ROM 
called Space War. T'was hardly 
a classic. 

Pong was actually the second 
video game to hit the market. 
But unlike Computer Space it 
struck gold. Radical and 
innovative (for the period) it 
proved instrumental in reshaping 
the planet's leisure habits. I 
mean, we're talking real history 
here! In these more enlightened 
times though, it may be difficult 
to imagine the kind of 
excitement that The Pong 
Machine generated. This 
absurdly modest slice of arcadia 
(black Et white display, no-res 
graphics) drained the pockets of 
millions! 


VERTICAL 


It was essentially a two-player 
game that involved waving a 
short, thick vertical line (known 
in the trade as a paddle) 
frantically about in an attempt to 
deflect a tiny white dot travelling 
across the screen. Play was 
purely defensive. You didn't so 
much hit the ball as allow it to 
rebound off you paddle and 
return to your opponent's side. 
Points were scored (negatively) 



every time a ball was missed. 
The first to score fifteen points 
won. Hey, don't scoff Expert 
Pongsters could estimate the 
speed of an approaching ball, 
calculate its trajectory and 
predict the optimum deflection 
point all within the twinkling of 
an experienced eye. They 
contrasted dramatically with 
those casual players who courld 
often be seen spinning their 
control knobs about in a 
desperate attempt to create a 
solid, impenetrable paddle wall. 
The tactic looked good of 
course, but never worked. 

It's impossible to calculate 
exactly how many Pong 
machines eventually made it 
onto the market. Copies and 
variants proliferated in the 
arcades and it soon invaded the 
home as well, via a number of 
small, dedicated Telly Pongs. 
Many a tennis image was 
indelibly etched into the tube of 
an unsuspecting TV. My 
personal Pong was the 
Grandstand match of the Day 
2000. As you m ight imgagine 
this was no run of the mill unit. 
No sir, this was a deluxe version 
capable of not only Tennis Pong, 
but Squash and Footer Pong 
too! The thing had a brain the 


size of a planet. Durable too. 
Imagine my surprise when 
dusting off the ancient beast I 
discovered that it was not only 
still alive but anxious to thrash 
the pants off me! I don't mind 
saying that after years of 
slugging it out with increasingly 
sophisticated playware this 
simple creature stomped me well 
and truly into the ground, it 
actually stands the test of time 
well and would certainly earn a 
triple K addictiveness rating were 
it to come under review again. 


BUSHNELL 


Pong was also the game that 
scrawled the name of Nolan 
Bushnell indelibly into the annals 
of Komputer Kulture and 
estabished Atari as a multi- 
miliion-dollar company. Popular 
legend has it that Bushnell (born 
on February 5 1943 to Mormon 
parents in Ogden, Utah), along 
with fellow electrical engineer 
Ted Dabney, created Pong 
sometime around November '72. 
Legend also credits them with 
devising its predecessor, 
Computer Space. With barely a 
cent to their name, they formed 
a company called Syzygy, 
changed it to Atari, launched 


Pong and then sat bug-eyed as 
the bread began to roll in. Four 
years later Bushnell sold Atari to 
Warner Communications for 
around 30 million greenbacks 
(much to their eternal regret) and 
the rest is pretty much vid- 
history. 

However while Bushnell 
and Dabney were 

indesputably instrumental in 
putting both Pong and 
Computer Space into the 
arcades, I personally think it 
kinda doubtful that they ever 
really created it. The earliest 
tennis game that I know of 
was actually invented by a 
bespectacled boffin called 
William Higinbotham. Back 
in 1958 Willy produced a 
version that ran on an 
Oscilloscope in the 
Brookhaven National 

Laboratory in Upton, New 
York! This Pong beat 
Bushnell's by more than a 
decade. Higinbotham's other 
main claim to fame involved 
devising the timing circuits of 
the first atomic bomb (not a 
lot of people know that). 
Similarly my files detail a 
Computer Space variant 
known as Spacewar making 
an appearance back in 1962, 
at an MIT open house, it 
apparently ran on an old 
crock called a PDP-1 which 
sprawled across a continent 
yet was hard pressed to 
deliver more than 9K! The 
roots of Pong are clearly long 
and varied. 


PIZZA 


The last I heard of Nolan 
Bushnell he was head 
honcho of Pizza Time 
Theatre, a fast food chain 
boasting a huge grey rodent 
mascot called Chuck E. 
Cheese. Kind of appropriate, 
I'm sure you'll agree. 
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REWRITE THE HIGH 


With the Gunshot, you’ll have all your enemies cowering in corners. 8-directional action and an all-in- 
one moulded stem allows accurate annihilation and strength to survive those all-night 
sessions. Dual fire buttons for fading fingers (and a rapid fire version when 
they’re really coming thick and fast). And, if you break it (and we know you’ll 
try) our 12 month guarantee will prove invaluable. The Gunshot plugs directly 
in to practically all popular home computers (ask about Vulcan interfaces 
for the BBC, Spectrum, Electron, C16, Plus 4). Only £8.95. 

See the range of Vulcan joysticks and interfaces 
at your local stockist... 
we’ll see you on the 

high score tables ELECTRdnjCS LTD 



n, l io, i lus 4). umy fcB.yo. 

sticks and interfaces V VW 

VULCAflV 



200 Brent Street, Hendon, London NW4 1BH, 01-203 6366 
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AMSTRAD 


ITS ER*BERTS CUBIC DOMAIN AVOID HIS UNWELCOME 
GUESTS! GRAB THE BANANA DOUBLE YOUR SCORES BUT 
WATCH OUT - BORIS THE APE WILL SOON WANT IT BACK' DROP IT 
AND RUN UNLESS YOU'RE VERY BRAVE! AVOID CASCADING BALLS 
THE MOVING HOLE - AND COILY THE ANACONDA, HE'S GOT A CUDDLE 
" YOU'LL NEVER FORGET! ESCAPE WHEN IT'S REALLY TOUGH BY TRANSPORTER 
^DISC OR ROTA HAT IF YOU'VE EARNED ONE. MULTIPLE SCREENS ADDITIONAL 
CHANGE CUBE COLOUR TASKS. IT'S FUN AT LEVEL ONE BUT WATCH OUT AT LEVEL 
TEN' PACKED WITH FUN AND EXCITEMENT - TRY IT YOURSELF. (ALL MACHINE CODE). 


3D SPACE RANGER - BBC only 


M1 * 

HATS e 


CPC 


CHft*CG.E TO 


464 




Versions: 

^ELECTRON 

AMSTRAD-BBC 


FAST-FUNNY 
& ADDICTIVE 


ER*BERT 


Deep Space 


STAR TRENCH 

EXCELLENT 3D GRAPHICS 
MULTIPLE SCENE SPACE TREK 
BATTLE TO THE DEATH 
START TRENCH. DESTROY 
THE DEATH STAR. FIGHT 
YOUR WAY BACK. MACHINE 
CODE GAMES (REQUIRES O.S. 
1 . 0 / 1 . 2 ). 


Star Surface 


PINBALL 


THE CLASSIC ARCADE GAME UP 
TO FOUR PLAYERS - HI SCORES, 
BONUS FEATURES. 
ELECTRON/BBC - MACHINE 
CODE 


REVERSI 


A TRADITIONAL GAME 
OF STRATEGY AND 
SKILL 2 LEVELS. 
ELECTRON/BBC 


Access Orders , 
24 hr. hotline 
06373 6886 ’ 


All prices include postage + 

TITLE BBC ELECTRON AMSTRAD 

ER*BERT £4.95 £4.95 £5.95 

3D Space 

Ranger £4.95 N/A N/A 

Pinball £4.95 £4.95 N/A 

Reversi £4.95 £4.95 N/A 

Games available by mail order and Computer Shops 

MICROBYTE SOFTWARE (Kl) 

18 HILLGROVE ROAD. NEWQUAY, CORNWALL TR7 2QZ. 
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MAIL ORDER 
ADVERTISING 

British Code of Advertising Practice 

Advertisements in this publication are required to conform to the British Code of Advertising Practice. 
In respect of mail order advertisements where money is paid in advance, the code requires advertisers 
to fulfil orders within 28 days, unless a longer delivery period is stated. Where proofs are returned 
undamaged within seven days, the purchaser's money must be refunded. Please retain proof of 
postage/despatch, as this may be needed. 

Mail Order Protection Scheme 

If you order goods from Mail Order advertisements in this magazine and pay by post in advance of 
delivery, BIG K will consider you for compensation if the Advertiser should become insolvent or 
bankrupt, provided: 

(1) You have not received the goods or had your money returned; and 

(2) You write to the Publisher of BIG K summarising the situation not earlier than 28 days from the 
day you sent your order and not later than two months from that day. 

Please do not wait until the last moment to inform us. When you write, we will tell you how to make 
your claims and what evidence of payment is required. 

We guarantee to meet claims from readers made in accordance with the above procedance as soon 
as possible after the Advertiser has been declared bankrupt or insolvent. 

This guarantee covers only advance payment sent in direct response to an advertisement in this 
magazine not, for example, payment made in response to catalogues etc, received as a result of 
answering such advertisements. Classified advertisements are excluded._ 
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rescue 


Other titles avail® £7 .95 
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~~p LET D=0 LET t=0. LE 
?$£": LET t*=r’*W*Wr : LET 

“ 4- INK 0 ® 0 P?5 R r ?i,. P fE 

lIt ' g=0 LET 0 - 0 .- let *=0 
=0 let W=0: let P=0 

5 LET di =INT fRhU>*0.> .' 

th I n lI? T?=!^t 

i^NTjpm^. PBXNT **. 

;-Mower Mania": Ea« . 

BINT »T E,f.: -JNK-'V. 

RT 31, f; S5 NEXT > 

9 FOR f=7 TO 20: J 
INK 3.: PRPER 7.; ”J5’\ 

10 BRIGHT 1: PRINT 
PER 7j INK r i • JSKggaB 


rt 0 .- 10 ; p.p 
E23 1 '; ink 3; 


; ■' I NK 3; "7 ZZZ " J TM 
0; I.N.K 3. ‘- ”?5 

12 PRINT RT 3,10/. PH 


INK 


PRINT RT 5.10; 

BRIGHT Jv 
INK di 


NK 7,: J1 
INK 3; **SS 
; INK 3; 
PRPER 7 
14- FOR 
NT RT f , 


HIGH h,RT 3 < -2J 

20 GO SUB 1000: 

21 LET JTO =4-1 9- / f r 
RND n >11 -p-i-b 

25 LET X =13. LET 
5: LET yl=9. GO PL 
oq C'D TO 200 
30 IF 9=f» THEN L 
ne, you fini.s.bed t 
O 4.000 

35 IF SCREEN* (X 
>32 THEN GO TO f 5£ 
37 LET T=9Fl 
4-0 PRINT RT X / y. 

i ; rt xi,yi; m 4? f di ; > 
n TO 200 

50 FOR f =0 TO 
P ,01,f. NEXT /. c 
100 FOR d =1 TO 4- 
BEEP ,25., d. 
OR 255>IN 31>0 T* 
105 NEXT d: GO Ti 
200 LET x3 =xl: Li 
l=x: LET yi=y 
205 LET X=XTfd=2. 
U + (d =4-) - (d =1) 

'210 LET 3 =RTTR 
215 IF INKEy$="3 
EN LET d=3 
220 IF INKEYJi = "2 
EN LET d =2 
225 IF INKEY$= n n 
EN LET d=l 
230 IF INKEY$ = "Ui 


by MR Tuck for Spectrum 48K 


EN LET d=4L 
235 GO TO 30 
503 GO TO 507 
504- GO SUB 50: 


LET 


"Got anything for bee stings 7 
LET e $ = •’ Bee sting ointment cos 
ts": GO TO 4-000 
507 LET K=X+1: GO TO 4-0 
520 GO SUB 50: LET e =1 . LET = 
"Fred has a short bacx & sides ) 
LET e$=”Uet fee for Fred will 
cost”: LET V =11: GO TO 3200 
*= : 32 FOR f =25 TO 30 BEER .-APB.-/ 

: ^ NEXT f: LET GO TD ,S 7 tk^ 

539 BEEP .1,-10: LET r=rfISfINT 
(RND *21.1 : GO TO 4-0 

552 GO SUB 50: LET r.* = ViXU ' VP -J 
ust made pumpKin squash?”: LET v 
=11: GO TO 3900 

555 IF 9<»s£ THEM LET 9-* 

rden looks like a Jungle f” 

556 IF o>g/5 THEN LET f* = ".My po 
or lawn J nn.iLS giu if _haJ-d .* ” 

557 JF *>=* THEN LET r^ = "Ym.'yf 
ruined my lovely f lowers! 

55S GO TO 3900 

559 GO SUB 50. LET rJ*=”VPUT 

sr needs 'mower' fepsafJ": LET v 
=31. GO TO 555 

560 GO SUB 50: LET E =1 LET f* = 

’You have left a Jb.ro.te.o gnome 

: LET e$ = "6lue to stir* gnome co 
its": LET V =11: GO TO 39O0 

5Q6 LET 0=0 -#-1: GO TO 4-0 
631 BRIGHT 1: RRTNT RT X2,y2; I 
nk 4-; ; RT xl,yl. iwk o.m^id.p; 

PAPER 5: RT X ,y; 14; ld> .- FOR f =0 TO 
-10 STEP -1: BEEP 1 , f . NEXT f- 
PRINT RT .V y,: P.RPER 5.; ” BRIG 

HT S 

602 FDR f=-11 TO -20 STEP_ —1: B 
EEP .1,f: NEXT f: LET C$="^orry, 
but mowers do not float let 

V =4-1 : GO TO 3900 

625 GO TO 559 , 

1000 LET / y =1 f J.NT /RND.+JEU .■ LET 
fX=7 + IMT (RNDH3): LET fl=2.*JNT 

1001 LET gy =16 + INT (RND*14-.1: LET 
gx=8+I NT (RND *12.1 LET g]=2.+T.NT 

1002 D JF' /.V - f l >9 THEN LET f.V =/Y -1 
1003 IF fy+fl>14- THEN LET fy-fy- 

1S04- IF gX -Q l >9 THEN LET £?.Y =p.Y-J 

1005 IF gy+gl>31 THEN LET 9 9-99- 

1006 IF fx-f t >9 OR f y i :> J 4 OP 9 
<-gl>9 OR gy+gl>31 THEN GO TO 10 

02 

1007 LET f $ = ” ♦»——#— ” < TO fl) 
LET f i~ =13 — f l : LET 9-3 = ” 

( TO gl) : LET Q r=12-Q t 

1008 LET fi=2 + INT (RN0*61: IF fi 
= 4- THEN GO TO 1006 

1009 LET Qi =2 + INT (RND*S.l. IF <3 i 
= 4- THEN GO TO 1006 

1010 FOR f=l TO fr: PRINT BT /X.* 
fy; INK fi; PRPER 0; /■$: LET /.*=/ 
<Vl: NEXT f 

1011 IF n >1 THEN FOR /=1 TO gr: 
PRINT RT gx, gy.; INK gi; PRPER 0.; 
g$: LET g.x =g.x +1 . .ME.Y-T X 

1500 IF n<4- THEN RETURN 

1501 LET b =2 + INT (RND*Of 

1502 FOR f=l TO 6 _ 












































15©3 LET by =1+INT f.RND*3CO . 
bX=7+INT fRND*141 _ „ 

1504- IF RTTR l bX .. by><>32 OR 
13 AND by =15) THEN GO TO 15 
1505 PRINT RT b.X , by; INK 7; 

R 4.; “A" : NEXT / 

2000 IF n <5 THEN RETURN 

2001 LET py = l + INT VRM 0 3-29U : 
px =7 +1 NT (R ND*12> 

2002 IF (px =13 AND py =lb' O. 
= 12 RND pysJW OR /.p.¥ =J3 Rbl 
14-) OR (px = 12 RND p y =14-.) TH 

TO 2001 ^ 

2003 IF RTTR (PX.,p«) 032 OR 
(px+l/Py) <>32 OR RTTR IPX ; 

i<>32 OR RTTR Ip.X+l.^V^.' 

N GO TO 2001 
2004- PRINT RT P-X , P y . 

HT i; "B®".; RT px +i , py 
T 0: LET p= 4 

2500 IF n <6 THEN .RETURN 

2501 LET z =n-5 . LET zn=7 

2502 FOR f =1 TO Z 

0503 LET zy=l+INT : 

IX = 7 +1 NT (RND *14) 

2504- IF RTTR fZX,Z y) 032 OR 
13 RND zy=15) THEN GO TO 25 
2505 LET zi=4-zn. IF Z i =3 T 
ET Zi=7 

2505 IF Zi =2 THEN iEX _7d =5 
2507 PRINT RT ZX,zy; INK 4-; 
r zij INUERSE i;z$(in); INU 
0 ; LET zn=zn-l: NEXT f: RET 

3000 IF n <3 THEN RETURN 

3001 LET wn =3 +INT iRND*4> 

3002 FOR f=l TO WP 

3003 LET l»iy=l +INT /.R.ND:*30> 
l*X=7 + INT (PND.-M4.I 

3004- IF RTTR r l»CX , biy .W >32 OR 
13 RND wy =15) THEN GO TO 30 
3005 PRINT RT W.X U'U; INK 0. 

R 4-; ‘"t?." : NEXT /. RETURN 
3900 LET r = r +10 + INT fRND*V) 
4-000 PRINT »0; RT 0,O;c$. FO 
TO 3O0. NEXT jf 
4050 LET S = ( (g*2> -C* - 
.1/100; IF 3 <*B THEN LET £- =0 
4055 BORDER 1. OL 3 . PRINT 
2; "YfU* ,r£fi»j.wjp .DZ* tUfr-F-.h J “ 

5H 1 ;*•£*•; s 

4060 LET t =1 KS .* .PRINT RT 8, 

ur total earnings so tar ar 

T 3 ,14-.; t t __ 

4065 LET r =INT IP 

4070 PRINT RT 12, J /• 'T-P5 1 O/ 

r repairs is ;r 

4075 IF e THEN LET £=j 3 .+INT 

*27> > *7/100. PRINT RT 1S,£:0 

£ *;e . LET r = r 

4090 LET t = t - r IF t T.HE.K 
j$ = "You've not enough woney 
” : GO SUB 4-100: GO TO 4500 
4092 IF n =9 THEN LET J$=”Ye 
e finished the street". GO 
100; GO TO 4-500 


4.095 LET j $ = "ANY KEY TO ENTER NE 
XT GARDEN": GO 5L«B 4100: P.RU5E 0 
GO TO -3 

4 100 FOR f=l TO 23. PRINT RT 20, 

f, bright l; f f:»; "£*1" beep -i.- 

f-26: NEXT f: RETURN 

4500 FOR f =1 TO 4-J00. NEXT .F -BOR 
DER 2: CL5 : PRINT RT f.3;**VOU ■» 

a n a 9 e d to earn B , .RB^ i, -R7 2 „ i 

1s 05 S IF t>h THEN PRINT AT 5,0^ "Y 

? U LET V h =t f^ INPUT "ENTE.A 9 N.AH£- 1 - ” 

FOR f =8 TO 11: FOR 9=6 TO 2 
57 PRINT RT f , 9 , INK INT /l^f.RNO 
t7'- ) ; PRPER 0/ NE*T 9- .Mt.XX 


INK s; BRIG 
"jBB'V BRIGH 


4515 PRINT RT 9,8; ".HIRH 
; h ; RT 10,14 -LEN h £72/ "±V 
H 1; h $; FLRSH 0 
4520 LET J$ = " PRFSP -RNV 
OU AGAIN GO SUB 4100 

GO TO 2 

5000 FOR n =D5R "a" TO U 
RERD X: POKE P,.¥. NEXT 
5005 PRPER 0: BORDE R 0 : 
L5 : PRINT 




" , INK 7 r rAPER 0; "tX*" 

5015 PRINT RT 6,0;"Now the grass 

and weeds . Avoid.wsU£,flowe 

rs rocxs etc- Try .not to ove.r 

mow too much! Us e * eys -- - -r " ' ' "R _t * 
p 2-doinn N-iert H-ri gb t " 

5020 PRINT RT 15,0; PRPER 4; INK 
0 ;** Press anu Key to start mow a 

n Q " : PRUSE 0 : RETURN _ 

5021 DATA 126,130, J 33,15, Jrv,lu3,- 

130.126.60.219.189.153.129.129.1 
29.102,102.129.12y,I2 m,153,189,2 
19)60,126,65,161,240,240,181,85, 
126 

5022 DRTR 248,244,242,241,241,24 

2 . 244 . 24 5 . 24 . 36 . 66 . 129 . 255 . 2 5 5.2 
55 , 255 , 255 , 255 , 255,255 , J 29,88 ,-->8 
, 24 . 31 . 47 , 79 , 143 , 143 , 79 , 47,31 

5023 DRTR 0.254,254,254.0,239,23 
9.239,1,60,66,255,129,255,137, J2> 
6,56,84,214,214,214,214,34,55 

5024 DRTR 24 , 16, 136, 124,254,254.. 
124,1S6,0,24,60,60,127,127,255,^ 

5025 DRTR 64,164,170,74,63,85,10 
1.6,0,60,126,255,255,25S,12b,b0 

5026 DRTR 192,162,197,9,24-1,224, 
200.2.46 


In these days of 
recession, it's not easy 
to scrape an honest 
living at times. But 
there's always a lawn 
waiting to be mown, 
so a quick investment 
in the latest grass 
removal technology, 
and off we go. Trouble 
is, it's not as easy as it 
looks. Mind you don't 
smash your mower on 
those walls, because 
it'll cost you for 
repairs. Above all, 
watch out for the 
customers' flower beds 
— they get very upset 
at the sight of 
beheaded dahlias, and 
you may lose some of 
your wages. 

Persistence and hard 
work will stand you in 
good stead in this 
field! 


Controls: 

A: Mow up 
Z: Mow down 
N: Mow left 
M: Mow right 
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BEAU-JOLLY 


ARCADIA PEDRO COSMIC CRUISER 
B.C. BILL INVADERS 3D JUMPIN JACK 






O COSMIC CRUISER B.C. BILL <$> PEDRO 
<> ZZOOM & ZIP ZAP <> ALCHEMIST 


<► ARCADIA ^ AH DIDDUMS MOLAR MAUL <► JUMPING JACK 


<► WACKY WAITERS ^ ARCADIA ^ CATCH A SNATCHA 
<► BEWITCHED 3D JUMPIN JACK <HNVADERS 


Great Games in 4 Different Packs from 
























































WORKSHOP 


'Probably The Best 
Soundchip Of All Time ' 

M J —Andy Previn (no relation) 


The CBM 64 sound chip (‘SID’) has been getting a lot of 
attention lately — and not without reason. BILL BENNETT 
reviews a selection of commercial tunesmith packages for the 64 
(pages 51-54), while KIM ALDIS wraps up his assessment of 
SID’s architecture (page 54). 


COMMODORE'S SID chip is 
probably the best piece of music 
hardware available anywhere on 
today's low-cost computers. 
However most people have 
difficulty coming to grips with 
the 'synth on a chip' because of 
the naff Basic on the 64.So 
micro-computing musos have 
two options: learn machine-code 
programming, or buy a software 
package to coax sound from the 
silicon. 

I looked at four commercial 
packages, and discovered that 
they have a surprising number of 
common features. All the 
packages cost a little more than 
you normally expect to pay for 
software. Utilities often come at 
a premium price. All of the 
packages go in for interesting 
user interfaces — in most cases 
laying out the facilities of the SID 
chip in a style that approximates 
to a synthesiser panel. And all 
the packages go in for using the 
qwerty keyboard as a kind of 
mock-piano. 

This last feature is really 


annoying. Clearly the 
programmers who designed this 
software can't be musicians, as a 
writer, I can find my way around 
a typewriter keyboard quite 
adequately. As a spare time 
musician I can just about find my 
way around a piano keyboard. 
But the two are very different 
beasts, and should remain 
separate. Even Elton John would 


be put off his stride if he had to 
play a typewriter instead of a 
piano, and I doubt if Barry 
Manilow could see a computer 
keyboard over his nose. 

Of all the packages, the best is 
Musicalc. It isn't only the best 
musical software for the 64, it is 
also the most comprehensive, 
but more to the point it is very 
expensive. Costing around £50, 


you would expect Musicalc to be 
pretty radical. Fortunately, it is. 

PACKAGING FIT 
FOR A KING 

MUSICALC COMES on disc, but 
the distributors promise a 
cassette version some time in the 
near future. This should cost less 


and open up the package to a 
wider audience. Its packaging is 
sumptuous, which goes some 
way towards justifying the high 
cost. The whole caboodle is 
wrapped in a full-colour gatefold 
sleeve much the same as a half¬ 
size record cover. Inside is a 
manual, or rather a small book, 
which, like the sleeve, is well 
designed as well as useful. The 


floppy disc itself has 
photographic case, the cover it 
sits in being made of clear plastic 
software's answer to the picture- 
disc. A quick-reference card and 
a warranty slip make up the rest 
of the contents. 

In many ways Musicalc can be 
described as the world's first 
coffee-table software package. 
By this I mean it has a high pose 
value. Leave Musicalc lying 
around, and invite your 
computerist chums around, 
before long they'll notice it and 
be suitably impressed. Not only 
does Musicalc look impressive, 
either sitting in its packaging, or 
on the screen, it actually is 
impressive. 

Musica/c's front panel is a 
triumph of ergonomics — the art 
of squeezing a quart into a pint 
pot. It not only contains a 
complete visual display of the 
state of play regarding SID's 
registers, but it also shows a 
representation of the three 
voices sauntering through the 
sequencer section. Three 


‘Musicalc may look like the world’s 
first coffee-table software pack, but it 
really IS impressive ’ 












ROM/K'S MULTISOUND SYNTHESIZER: converted from a Vic program. 


Musicalc files to be printed as 
sheet music, but it only works in 
conjunction with an obscure Vic 
Printer, which almost no-one 
owns, or with an Epson via an 
obscure interface. Still as a 
consolation, your musical 
endeavours still get immortalised 
on screen. Other expansions are 
in the pipeline, including a MIDI- 
interface, and some drum 
patterns for you to build songs 
around. There is also a Musicalc 
user group, which provides 
support for the products, and 
offers a discount on some of 
them. 


ROLL OVER 
BEETHOVEN 



coloured squares dance around 
the right-hand section of the 
screen in mesmerising patterns, 
and provided the TV volume, 
and the SID chip volume are 
both activated, three-part music 
caresses your lug-holes. 

IS THIS THE 
DEATH OF THE 
RECORD 
PLAYER? 

APPARENTLY in the US you 
can now buy albums of music to 
use with Musicalc. They simply 
load in as data files, and play for 
you. There is even one such 
album of Christmas carols. 
Personally I think this is totally 
missing the point about such a 
package; after all, good though 
the SID chip may be, it isn't likely 
to replace the record player or 
radio in a hurry. If your musical 
taste is Beethoven or The Birdie 
Song, the fun of Musicalc is 
entering the music yourself, and 
designing the voices to play it — 
known as patching the 
synthesiser. I like to use Musicalc 
as a composing tool, and on the 
whole it is very good. There are 
certain limitations but these are 
for the most part hardware 


limitations rather than any faults 
in Musicalc. 

It is possible to create fairiy 
convincing drum rhythms on one 
voice, a bass-line on a second, 
and a lead part on the third. As a 
composing tool this is fine, but I 
wish there were a few more 
voices. I like to write my music 
using chords, and many chords 
(such as sevenths) require four 
voices. And you still need the 
bass and drums on top of that. 
Oh for a better synthesiser chip. 
Musicalc takes a long time to 
load, even though it comes on 
disc. Musicalc files — that is the 


discs, but this also takes a long 
time. Musicalc files are also very 
large, and you can't store very 
many on a disc. 

SON OF 
MUSICALC 

Musicalc is a complete package 
in itself, yet the world of 
Musicalc is open-ended. Son of 
Musicalc, or Musicalc 2, as the 
publisher calls it, allows 
sequences to be strung together, 
and provides a printing facility as 
well as a sync pulse which sends 


‘You can now buy albums of music 
for use with Musicalc — they load as 
data files’ 


music you compose together 
with the synthesiser patches — 
can be saved and loaded to from 


out pulses to a drum machine or 
synthesiser allowing the two 
instruments to play together. 
The printing facility is a bit 
disappointing; it should allow 


COMMODORE'S VERY own 
Music Composer is a different 
kettle of fish altogether. 
Supplied on cartridge, this 
package is not the most 
impressive piece of software, 
and in no way an advertisement 
for Commodore's product. 
However, it is not expensive at 
around £10, and has the 
advantage of being a cartridge 
and thus loads in an instant. 
Simply shove it in the back of 
your 64, and hit me baby, eight 
beats to the bar. 

Of course if you forget to turn 
your computer off, then you 
could have a disaster on your 
hands. I might have felt more 
charitable about the program 
had the documentation been 
better, but my copy came with a 
very inadequate little booklet. I 
get the impression that 
Commodore think users are all 
psychic. 

Once the computer is 
switched on, a menu confronts 
you, but there is no wealth of 
options open here. I sometimes 


MULTISOUND SYNTHESIZER'S terribly friendly front panel, with synth-style sliders and faders. 
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wonder about Commodore 
products. After all, the facilities 
offered on this cartridge are no 
more than most manufacturers 
would supply as part of BASIC. 
However, just to prove that the 
programmers at Commodore are 
hip to the beat of the street, an 
example tune has been included 
to show off the software. What 
harmonic confection did these 
cool cats choose to massage our 
brain cells with? Karma 
Chameleon, Two Tribes? Not a 
bit of it, those cheeky 
Commodore hipsters chose 
'Jesu, Joy of Man's Desiring'. 
(Johann Sebastian) Crazy, man, 
crazy. 


USER HOSTILE 
SOFTWARE 

MUSIC COMPOSER isn't going 
to set anyone's pulse racing — 
it's a rare example of a user- 
hostile program. Using the weird 
semi-programming language to 
write three-part tunes is not 
easy. Especially as you have to 
perform mental gymnastics to 
synchronise the three voices 
properly. I'm sure that it would 
be easier to learn machine-code 
programming to produce music 
than use this package. Still, I 
persevered and managed to 
work my way through the OMD 
songbook converting Eno/a Gay 
to weirdo-code adequately 
enough. Once entered the songs 
played well enough, but it took 
me ages. I spent a year playing 
with the Music Composer one 
afternoon. 

Music Composer isn't all that 
hot on the patching front either. 
Yet the preset voices are in fact 
very good, and very useful. I was 
impressed by the way that 
entered tunes dance across the 



Despite the top line on the screen, this package is actually called Music Master. Music composed 
can be saved and later used in BASIC programs. 


screen in sheet music form as the 
computer tinkles those silicon 
ivories. But it passes a little too 
quickly for me to sight-read and 
accompany. 

I get the impression that Music 
Composer is an unfinished 
symphony. At least the edges 
haven't been polished yet. One 


example of this is the keyboard- 
piano mode. Nowhere on the 
screen, or in the so-called 
manual, is there any indication as 
to which key is which. The 
manual claims that 'absolutely 
no musical ability or computer 
background is required to play 
this cartridge'. I suppose not, but 
that is like saying no computer 
background is required to use an 
Assembler. You may be able to 


use it, but will you be able to do 
anything with it? 

THE BITTEREST 
PILL 

MUSIC MASTER from 
Supersoft comes on cassette 


with no fast-loader, so in the 
time it took to load, I made a cup 
of tea. And some toast. This 
program is 'the musical 
equivalent of a word-processor'. 
I think that a little modest; Music 
Master is quite convienient to 
use — most Commodore 64 
work-processors aren't. I like 
Music Master. It has one 
absolutely brilliant feature that I 
haven't found on any of the 


other packages — it allows you 
to compose music which you 
can subsequently use from your 
own Basic programs. In short it 
is a musical programmer's utility. 
This alone makes it useful, 
though the £17.95 price tag is a 
bitter pill to swallow. 

I didn't much care for the 
booklet, being pompous and 
impenetrable — the booklet, that 
is. Though there is a good 
section full of ideas for making 
strange sounds, and a trouble¬ 
shooting section. Although the 
review program came on 
cassette, it did allow me to save 
the fruits of my labour to disc, 
which is always a sign of some 
thought on behalf of the 
programmer. Though I did find 
that transferring sheet music to 
this system was not easy. This is 
because music has to be entered 
via the keyboard, but as though 
yo were playing a piano. Still on 
the whole Music Master is a 
good tool, and while it is a little 
expensive, there isn't anything 


‘I’m sure it would be easier to learn 
machine code to make music than 
produce this package’ 
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else around that will convert your 
musical meanderings to Basic. 


A GOLDEN 
OLDIE 

ROMIK'S MULTISOUND 
Synthesiser is a rework of a 
similar program that used to be 
available for the Vic 20. It 
resembles the other packages in 
that it has two main sections; a 
synthesiser style front panel, and 
a record/playback facility. I like 
the way the panel works, with 
sliders like a real old-fashioned 
synth — modern ones are all 
LEDs. In this way Multisound 
resembles the upmarket 
Musicalc package. When you 
play in piano mode, the piano 
keys appear on the screen, and a 
little dot bounces around 
indicating just which key you 
have hit. It reminds me of when a 
dot appears over the words of a 
song on the TV screen. 

Multisound is not the most 



sophisticated music package. It 
doesn't seem to be capable of 
producing three-note chords for 
example, yet it does have a 
certain charm. I fell in love with 
the groovy drumbeats and on the 
whole am happy with the 
package though the manual 
could be a lot better. 

And that's it — to date. 


...And More On SID Himsel 


By KIM ALDIS 

IF YOU remember, last time 
round we jumped up and 
down on Sidney to make him 
belch and warble. This time 
we're going to stomp on him 
some more in an attempt to 
make him belch and warble 
politely. 

So far controls for 
envelope, volume, waveform 
and pitch have been dealt 
with but there are a few other 
registers, plus bits of ones 
we've already looked at, for 
altering the character of the 
sound. 

Having reached the stage 
where we can control the 
way a sound starts and the 
direction it takes on its way 
to the finish, we can look at 
techniques for changing the 
nature of the sound. Consider 
the difference between the 
notes made on a piano and 
those made on a violin. Even 
if you pick the same 
frequency (note) from each, 
they still sound different. The 
reason for this is largely to do 
with harmonics. Each 
waveform is made from 
several 'sub' waveforms 
which all total together to 
make a sound unique to that 
instrument. 

Basically — not much of a 
pun considering the state of 
Big Comm BASIC — there are 
two ways of introducing a 


certain amount of harmonic 
overtone to Sidney. Apart 
from saying 'here is a certain 
amount of harmonic 
overtone', there's 

synchronisation and ring 
modulation. 

Synchronisation is fairly 
straightforward. Just take 
two frequenceis and logically 
AND them together for your 
note. In Sidney's case you 
can take either of the first 
two voices and synch them 
with the frequency from 
voice three. The result goes 
through whichever voice 
you've selected, so, to take 
voice one as an example, 
shove a frequency into the 
frequency register of voice 
three (SID+14 and SID-1-15), 
whack another into 
frequency voice 1 (SID + 0 and 
SID+1), set bit two of the 
control register voice 1 
(SID + 4) and start your sound 
as described in the previous 
part of this feature. (For 
details see prog 1.) 

Ring modulation is slightly 
different. It takes the 
waveform of the selected 
voice and combines it in 'ring 
modulated' form with the 
waveform of voice 3. On the 
Commodore it only works 
with a triangular waveform 
on the selected voice. Again 
the method is quite simple: 
tet a triangular waveform into 
voice one (SID + 4) and at the 


same time set bit 3 of SID + 4 
(i.e., put 16+4 into it) and set 
the sound off. The result can 
be quite strange, sort of two 
notes at the same time. Prog 
2 gives some indication of 
how it's done. 

The final and most versatile 
way of screwing around with 
Sid is filtering. This sounds 
like a dumb thing to do with 
sound but in fact it refers to 
the filtering of frequency. In 
other words in a given sound 
you can filter out all 
frequencies within a given 
range. 

There are three types of 
filter in the Commodore. High 
pass — which allows only 
high frequencies through; 
low pass — which does 
likewise for low frequencies; 
and bandpass — which lets 
through a chunk somewhere 
in the middle. 

The point at which the 
frequencies are cut off is 
controlled by register 22 and 
the bottom three bits of 
register 21, high pass 
meaning it passes everything 
above the cut-off point, low 
pass everything below and 
band pass allowing through 
everything within a range to 
either side of the cut-off. 

Whether filtering is active 
or not is decided by the 
bottom three bits of register 
23, one for each voice, and 
which filter is active by bits 5, 


6 and 7 or register 24. Again 
the same kind of procedure is 
followed; enable filtering 
voice 1 by poking a 1 into 
register 23, pick a filter by 
setting the appropriate bit of 
register 24, not forgetting 
that this one has your volume 
in it. Now set your cut-dff 
point in registers 21 and 22 
and finally make a sound (see 
prog 3). 

The best way of finding out 
about the kind of sounds you 
can make on the Commodore 
is by listening to them, which 
is where the final listing 
comes in. It gives a constant 
display of all the parameters 
as they're changed. 
Frequencies for voice one and 
three (FREQ1 and FREQ3) 
which are changed using the 
function keys f5, f7 and f6, f8. 
Filtering, synch and ring 
modulation are toggled on 
and off with keys F, S and R 
respectively. Waveform is 
changed with the W key, 
filter type is selected with H, 
L and B for high, low and 
band pass filters. Finally, the 
cut-off point for filtering is 
changed by fl. pressing any 
key plays a note. 

Now get in there, crank up 
the volume, waken the 
neighbours and send the cat, 
screaming, down the stairs. 
With luck it will trip up the 
rent man and you'll never see 
him again. 
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Are Verbals just Burbles? Could Words Be For the 

Birds? Is Text Ex? Our Man with the ink-stained 

eyeballs takes up the cudgels for CHAR$ ... 


KEATON THE DORKSLAYER 
was roused from his customary 
mid-morning slumber by the 
office Ore. 'Master! Master!' it 
cried, tugging frantically at his 
bootstraps, 'The adventure 
game is dead. Text-only has 
gone down the pan, and the rest 
will surely follow! Calamity! 
Calamity!' 

Naturally Keaton was 
perplexed. After a short pause he 
retorted: 'Don't be stupid, Ore! 
Adventures are plentiful, and 
text games have never been 
more popular!' To emphasise the 
point he beat the foolish creature 
rapidly about the head with the 
office QL. 

The diminutive green Ore 
appeared unconvinced. 'Go out 
and buy one then!' it challenged 
defiantly. 'Go out and buy a text 
adventure!' Keaton the 
Dorkslayer had little choice but 
to comply. The QL bounced into 
a corner. Some hours later KTC 
could be found carefully 


perusing the computer 
department of his local WH 
Smith mega-store. Much to his 
horror the Ore appeared to be 
... correct! Surely,he thought, 
there must be a text adventure 
around here somewhere? But 
no! The only adventure progs he 
could find were The Hulk and 
Avalon (for the 48K Spectrum) 
and Valhalla, Oracle's Cave and 
The Mystery of Munroe Manner 
(for the CBM64). After wading 
through mountains of (largely 
ancient) arcadia he threw down 
his broadsword in disgust and 
stomped across to a 
bespectacled assistant. An 
exchange followed: 

KTD (forcefully): 'I'm looking for 
a good text adventure!' 
Assistant (somewhat taken 
aback): 'Text? Why do you want 
text?' 

KTD (rather sweepingly): 
'Because they're better, of 
course!' 


Assistant (thoughtfully): 'Why 
don't you try Sabre Wu/f? That's 
a good 'un!' 

KTD tuts loudly and exits. 

Chain store rivals Boots (the 
chemist) were marginally better 
stocked. A fair range of 
Melbourne House games littered 
the Spectrum and Commodore 
shelves, while the Dan Diamond 
trilogy awaited unsuspecting 
BBC owners. For Dragon fans 
there was the Ring of Darkness. 
After evaluating the goods he 
once again approached an 
assistant: 

KTD (charmingly): 'Can you 
recommend a good text 
adventure for the Sprctrum, my 
man?' 


Assistant (helpfully): 'Certainly 
sir!'[Promptly produces a copy 
of the decidedly text-less 
Avalon:] 'This is very popular!' 
KTD: 'Buffoon....' 

It took a specialist computer 
parlour finally to restore his faith. 
They offered to order whatever 
took his fancy, the situation, 
though, was clearly grim. He 
owed the Ore an apology. 

Don Stevenson of Runesoft: 
'It's becoming very difficult to 
sell text adventures, particularly 
through the big retail chains. I 
mean when they consider Atic 
Atac to be an adventure game, 
real adventures stand no chance. 
I think the market will eventually 
return to direct sales. The mail 




order market. I doubt if you'll be 
able to find any adventures in the 
big shops soon. You'll have to 
buy them through Adventure 
Clubs or through specialist 
magazines.' 

Howard Gilberts of Gilsoft 
agrees: 'Frankly I think the real 
adventure market is going to go 
mail order unless the distributors 
wake up. We've had problems 
getting our Gold collection 
properly distributed. W.H. Smith 
refused to touch them, simply 
because they're text! Only a few 
of the more knowledgeable 
distributors were interested. 
We've just produced The 
Illustrator, a graphics utility for 
our Quill system, but I would 
hope, in my heart of hearts, that 
it doesn't work to the detriment 




























Steve Keaton's Adventure Column 



of text-only games. I much 
prefer those, to be honest. The 
pictures you can produce in your 
mind can't be equalled by any 


of people need them.. / 
Quicksilva: The subject is all 
very subjective. Graphic 




computer visuals, no matter 
what the quality. I think really we 
now have a split field now, with 
younger consumers going 
entirely for graphics.' 

So, you may well ask, what's 
the big deal? Why's the 
Dorkslayer so steamed up? A fair 
question. To which there are 
several answers. It doesn't take a 
genius to work out that graphics 
cost memory. The more 
impressive the artwork the 
smaller the adventure. This 
means fewer puzzles, thinner 
descriptions and a diminished 
play area. Less stimulation in 
other words. In the long term 
they MAY lead to a stifling of 
development. Literate text 
adventures, with a semblance of 
intelligence and hyper-complex 
input routines (all quite possible) 
are unlikely to see the light of day 
if companies are unable to 
market them! 

Melbourne House: 'With 
Sherlock we were faced with a 
very clear choice. We could 
either have made it exceptionally 
descriptive and even more 
sophisticated, or we could add 
graphics. We were advised that 
if we wanted to reach a mass 
market then we would have to 
include graphics. Apparently lots 


adventures are of more interest 
intially, they have more inqpact 
although they do tend to 
sacrifice ease of play for the 
visuals. We think a well written 
adventure like Ve/nor's Lair 
stands up equally well against its 
graphic equivalent, but it would 
certainly be more of an uphill 
struggle to sell it. Really text-only 
is very much a purist attitude, 
think that the average consumer 
wants to see graphics. You just 
have to look at the sales figures.' 

The attitude of W.H. Smith on 
the subject is clear: Graphics 
means progress. They told 
Dorkslayer!: 'The adventure 
market has become more 
sophisticated over the years and 
the type of text adventure that 
first appeared has been replaced 
by higher quality graphic 
adventures. The only text 
adventures we currently stock 
are for the BBC machine. And 
that's because it has such a small 
memory.' 

It's an opinion to which 
Adventure International 
(founder: Scott Adams) are 
sympathetic. The introduction 
of graphics has dramatically 
widened the market,' they 
declared. 'Especially graphics of 
such exceptional quality as ours. 
We know a lot of real 
adventurers don't like them, but 


really the text-only adventure has 
gone. The multiples are only 
really interested in taking 
graphics. At the moment we're 
working on reducing the size of 
our databases with regard to 
putting graphics on the BBC. 
And we plan to introduce 
animated graphics to the Marvel 
comics Questprobe series 
eventually.' 

Animated graphics? Animated 
adventures? We already have 
them. They're called arcade 
games! It seems that the future 
of adventure games (in the UK at 
least) is pretty much mapped 
out. I guess Dorkslayers can only 
glance in envy at the States and 


dream of Infocom, the company 
who have taken the text 
adventure into new areas of 
sophistication. 

'We have absolutely no plans 
to introduce graphics into our 
adventures,' Spencer Steere of 
Infocom told us. 'Our philosophy 
is that a mental image is far more 
vivid than any computer graphic. 
We see our product as 
interactive fiction. There's no 
need for illustrations. The Zork 
trilogy never suffered from lack 
of graphics! If anything we 
believe the current trend in the 
US is towards more literate text 
adventures rather than any 
increase in graphics...' 

Back in the office, both the 
Dorkslayer and the Ore wept 
quietly for the vanishing 
adventure.. 
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THE GAME OF DEADLY DRIVING 


FOR 48K SPECTRUM 


BnMI 

... T "Vtv'Jv; 


The New Force in Software 


GAMES WORKSHOP is the UK's largest fantasy and adventure games com j 
pany ; with ten years experience behind it. Now we're using our expertisetoj 
create the best in computer games, and the first three are BATTLECARS | 
D-DAY, and TOWER OF DESPAIR - each with over 90K of programming! 1 
BATTLECARS is the deadly sport of the future...arm your battlecar with|( 

- - “ I your chosen weapons, and! 

select your battleground; a| 
duelling speed circuit or a I 

MWWgpii town centre labyrinth I 

N5| ml BATTLECARS is a one or two I 

ilflfffflJ™ player game of skill, nerve and I 
•” 7*iMrasBi YYYYYYTYYTYYT? cunning. 

a - 38!K3@ D-DAY is a superb graphic! 

* ^2 fb rsfii' wargame based on the Nor 

if! lI Ml mandy landings of 1944. Twi 1 

I_ _I players take the Allied ancl 

German sides, battling through four seperate scenarios. D-DAY offers ana 
enduring tactical challenge to players tired ol simple arcade action. 

In TOWER OF DESPAIR, Games Workshop has used its ten years of experi l 
ence in role-playing games to create an outstanding adventure. It include! 
two entire 48K programs, and a guide containing a history, map, and illus 3 
trated clues. 

FOR 48K SPECTRUM AND SHORTLY FOR THE COMMODORE 6f 

£7.95 EACH FROM ALL GOOD SHOPS OR DIRECT FROM: 

MAIL ORDER DEPARTMENT,GAMES WORKSHOP LTD., 

27 - 29 SUNBEAM ROAD,LONDON NW10. 



















































CONTINUED FROM P.57 


"Valkyrie 17 is up and 
running." - "Do 
what?" 


LOOK WEST, YOUNG MAN 

Know, 0 prince, that when 
the land was grey with pagan 
ways and cursed with 
pungent sanitation there 
evolved a race of wily 
manthings who became 
known as the Sidhe. It was 
they, who with monstrous 
wit (and the holy Seal of 
Calum) captured the Great 
Enemy, the Master Worm, 
and cast him into a grim and 
icy abyss, thus bringing 
about the dawn of a bright 
new age (credit where 
credit's due). The Master 
Worm was naturally piqued 
at this development and 
vowed to destroy the Seal of 
Calum and stomp the godly 
Sidhe into the ground! As is 
the way of legend the Worm 
wasn't just whistling Dixie. 

There followed a terrible 
battle that climaxed with evil 
walking the Earth once more 
and both Sidhe and Seal 
being cast down into the 
underworld of Tir Nan Nog. 

Know also, 0 prince, that 
somewhile later the great 
Celtic hero, Cuchulainn (also 
known as Sedanta, Culan's 
hound or just plain Cuou) 
travelled to Tir Na Nog (via 
the keyboard) in search of the 
shattered Seal. His quest 
being to bring together the 
fragments and reunite them, 
thereby lightening the 
burdens of the world and 
ensuring his own everlasting 
glory (which seems a fair 
enough reason to me). 

Thus begins this 
unquestionably impressive 
new episode in the 
controversial annals of the 
animated adventure. 

Combining both full-scale 
animation and mammoth 
play area with a 
(recognisable) 
random/vaguely intelligent 
cast, Gargoyle Games' Tir Na 
Nog actually delivers 
everything that Valhalla 
promised. I mean, you don't 
have to peer painfully at a 
load of undistinguishable 
black blots here. The central 
character of Cucu stands a 
full 56 pixels tali and comes 
complete with grimace and 
matted hair! The screen 
display offers you four 
different camera angles 
allowing full examination of 


the land of Nog — as well as 
displaying both a compass 
and inventory list. The 
animation of all the 
characters is quite superb. 
Cucu shambles about with a 
realistically smooth gait, hair 
blowing dramatically in the 
wind and Nog's drooling 
denizens are a delight to 
behold. However, don't 
expect to complete it in a 
week. My version was only a 
pre-production model, 
smaller in size and less 
baffling than the final 
program, with prize items 
(keys for locked doors and 
fragments of the Seal) readily 
available yet even in this 
simplified form, it presented 
a number of headaches, how 
to avoid the shambling Sidhe 
(now reduced to simian 
appearance following the 
loss of the Seal) for example? 
Twas enough make a grown 
man weep. Needless to say 
I'm hooked. A full blown 
Cuchulainn should be 
shambling past your way 
soon. Don't fail to check him 
out. — S. K. 


blonde wig (just mind your 
own business, OK?), 
propositioned at the bar, 
molested by the hotel 
manager and endangered 
on a window ledge. Not a 
bad morning's work. I'm 
sure you'll agree. 

Rather cleverly Ram- 
Jam have sated the 
market's irrational 
demand for graphics by 
alternating visuals with 
some highly detailed text 
(both of which appear in a 
window at the top of the 
screen), and there's a 
handy 'Save to Microdrive' 
option, which is a more 
than welcome innovation. 
Indeed, in many ways it's 
hard to fault this debut 
from Ram-Jam. 

Dorkslayers on the run 
from Ores are unlikely to 
find a more entertaining 
adventure alternative. The 
Red Kipper flies at 
midnight, they tell me. 
Best catch this while you 
can. 


Valkyrie '17 From Ram- 
Jam Corporation. For 
Commodore 64 (£9.99) and 
Spectrum 48K (£9.99). 


Nifty first offering from 
Ram-Jam. A 'Fairly Secret 
Army' adventure that's 
not only devious but 
cloaked in a quite 
ludicrous sense of 
humour. Apparently 
Valkyrie 17, the Nazi's 
ultimate weapon has been 
reactivated! Information 
has been leaked into your 
ansaphone (the messages 
are on the back-side of the 
tape) and air tickets to 
Munich have been stuffed 
down your jockey shorts. 
Not surprisingly things 
begin move at a sprightly 
pace. 

On my first mission, 
having transferred to the 
Hotel Glitz (y'know the 
one, it overlooks lake 
Bruntz), I found myself 
clad in black silk dress and 


Tir Na Nog — delivers everything Valhalla 

promised. 

(From Gargoyle Games for Spectrum 48K £9.95). 
































































HE WROTE ONE... 

orit Step 
‘ My 


Shis 


NICKY XIKLUNA talks to RICHARD 
CLARKE, Bubble Bus’s rising star. 


can shoot to kill in all directions. 
But what about the one that's 
bubbling under? 

'It's a Pole Position-style 
game. You have to compete with 
other boats around a course of 
rocks, flags and various signs in 
order to qualify. I'm enjoying 
writing it.' 

How did he begin? 

'About three years ago the 
games on the market were so 
terrible and boring that they 
prompted you to write your own. 

I wanted to learn at school. But 
we spent more time in the 
classroom than on the 
computers. I knew more than my 
teachers did. Straight up! We did 
an awful lot on punch cards. No 
programming. More like history 
lessons really.' 

And the first published prog? 

'I saw a new shop in 
Tonbridge and went in. It was 
Bubble Bus. They were a friendly 
lot and showed me around 
anyway. Later they bought 
Bumping Buggies.' 

Will he be branching out from 
the Commodore to write for any 
of the new machines? 'I'm 
disappointed with the 
newcomers. I think that new 
should mean better. Nothing yet 
has surpassed the Commodore's 
sprites and sound. However, I 
think that MSX is a passable 
games machine, and I'll probably 
write for that. But then, it's really 
the same video chip as the 
Texas, with slightly improved 
sound.' 

So what's his dream rig, then? 

'Urn...an Apple HE with two 
disc drives and.. .everything 
else. Especially a modem. And all 
American software.' 

Fancy a bit of hacking then? 

'Oh yeah. I'd like to break into 
a missile defence base. Not for 
sabotage reasons, but because 
it's the most difficult. I fancy the 
sheer challenge.' 


concentric circles around his 
body. 

Richard (alias 'Mini'), left 
school this year to become a full¬ 
time Bubble Bus programmer. 
He is seventeen (only just) and 
has two Commodore titles under 
his (probably Gucci) belt — 
Bumping Buggies and Cave 
Fighter. His games have been 
translated into German and 
Dutch. The working title of his 
current game is Speedboat 
Racer. Bubble Bus hope to have 
egged him on enough to have it 
on the market later this month. 

Bumping Buggies are sort of 


racing bumper cars. Instead of 
crashing, you shove other cars 
off the track. Or jump over them 
along with other obstacles. 
(There's a nice 3D effect here — 
your jumping car appears to 
lurch out of the screen at you as 
you look on from above). Cave 
Fighter is a Manic Miner-style 
game with 31 levels and 16 
monsters. The sundry pitfalls 
multiply as you progress, as do 
the precarious ledges. At about 
the nineteenth screen these 
become so small that it's like 
trying to balance cn stilts in size 
twelve boots. Richard's graphics 
and action — like his clothes — 
are neat and smooth. And you 


RICHARD CLARKE is just 
the kind of person needed to 
dispel the myth that a 
programmer is a kind of 
amorphous, whirling pillar of 
dandruff and spectacles 
encased in a shiny nylon 
anorak, which causes a 
constant crackle of static as 
he walks. 

Richard sports a Lacoste shirt 
in a stripe, neat and narrow in 
red, blue and white. His similarly 
expensive italian Fila jacket is 
carefully chosen to carry on the 
exact stripe and colour in 







































The Red Kipper Flies at Midnight 


Y OU GET HOME ONE EVENING to discover a message on your 
answering machine. Something you’d thought hidden for good 
has reared its ugly head once again. Valkyrie 17 is active. 

Over the next five nights a series of frantic phone calls con¬ 
vince you that the matter deserves further investigation. \bu receive 
a dossier on the activities of Valkyrie 17. Pieced together from frag¬ 
mentary reports culled from the last forty years you slowly begin to 
put the whole thing together. Drakenfeur, Heinrich and Reichsmuller. 

The badge pressed into your hand on the station at_ 

And that last desperate call for help from the Glitz Hotel overlooking 
Lake Bruntz. 

lour cover is good. Very good in fact. \ou spend a few 
days sniffing around and then head up towards Lake Bruntz. \ou 
check in to the Glitz Hotel. It’s the last lead you have. \bu seem to 
be getting nowhere. 

Then on your way to the bar you sense a movement in the 
shadows. "Vou feel a blow on your temple. And everything goes black... 

Valkyrie 17 is an Adventure featuring both graphic and text 
locations. \ou will meet several different characters some of whom 
may help you while others see your demise as their sole purpose in life. 

Included in the pack is a comprehensive dossier on Valkyrie 
17. On the reverse of the cassette tape are the answerphone messages. 
And then of course there’s the game itself. 


HINTS 


Watch your back, try not to get killed and mind your language. 

The RamJam Corporation cannot accept responsibility for injury either mental or physical caused during the 
playing of Valkyrie 17. Furthermore the existence of these words affects your statutory rights. 

© RamJam Corporation 1984. 

(Although why we bother heaven only knows). 


LOADING TIME 

5V2 minutes. 

MICRODRIVE X/FER FUNCTION 

LOCATIONS 

100+ 

FUN FACTOR 8 

LEVEL 

? 


SOUND 

Beep Beep 



Valkyrie 17 is distributed by Palace Virgin Gold, 69 Rempton Road, London E10 7NL. Telephone: 01-539 5566. Available from all leading wholesalers. 































48K SINCLAIR ZX SPECTRUM 



BBC MODEL B 1-2 OS 
48K SINCLAIR ZX SPECTRUM 





48K SINCLAIR ZX SPECTRUM 


COMMODORE 64 


* ^ rS * * f 

Ml - - -- 


*< 




*. » 






f 




y 


"KNIGHTLORE", "UNDERWURLDE", "SABRE WULE", and "STAEE OF KARNATH"" recommended retail 
price £9.95 inc VAT. Available from W.H.SMITH, BOOTS, J.MENZIES, WOOLWORTHS and all good 
software retail outlets. Also available from ULTIMATE PLAY THE GAME, The Green, 
Ashby-de-la-Zouch, Leicestershire LE6 5JU (P&’P are included) Tel: 0530 411485 
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"ALIEN 8" recommended retail price £9.95 inc VAT 
Available from W.H.SMITHS, BOOTS, J.MENZIES, WOOLWORTHS 
and all good software retail outlets. Also available from 
ULTIMATE PLAY THE GAME, The Green, Ashby-de*la-Zouch, Leicestershire LE6 5JU 

(P&P included) Tel: 0530 411485 






































How to teach your Micro 
a thing or two 


Thousands of home computer owners have yet 
to discover their microcomputer’s potential to help 
with many of the problems and decisions that come 
up every day in the home or office. 

Perhaps you have always promised yourself that 
you would teach yourself programming, but have 
been put off by manuals which seem to assume a 
lifetime spent studying computer science and 
mathematics. Maybe you have looked at other 
computer books, but have yet to find one which is 
free of unnecessary jargon or where the program 
examples bear some relevance to real life and not 
space invaders. 

Relax, your search is over. 

The ‘Learn BASIC’ tutorials from Logic 3 are 
the latest development of a teaching method 
pioneered by Professor Andrew Colin and perfected 


by testing on 3 generations of students at Strathclyde 
University. The ‘Strathclyde Method’ has been 
translated into 8 languages and used by over 300,000 
microcomputer users. 

‘Learn BASIC’ is a jargon free, step by step, 
course in computer programming, which explains 
everything clearly in English, not computer talk. In a 
matter of hours you will be writing your first 
programs. 

‘Learn BASIC’ is designed for people who want 
to keep abreast of the computer age, for people who 
realise that understanding computers is a key to 
future success at work, at school, and as a parent. 

Get ‘Learn BASIC’ and teach your micro how 
to be useful! (Available from major branches of 
W.H. Smiths, Boots, Laskys, Greens, John Menzies 
and better computer shops nationwide.) 
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Please send me more information about 
your. (Tick a pp rop n ate b OX ) 

‘Learn BASIC’ tutorials □ 

Logic 3 Spectrum Club □ 

Logic 3 Commodore Club d 

(64 and VIC owners only) 


Name. 

(BLOCK CAPITALS PLEASE) 


\ | 

LOGIC 3 


I have a:- 

Sinclair Spectrum 
Commodore 64 
Acorn Electron 
BBC Microcomputer 
Dragon 


□ 


□ ° 
IS 


p 

□ ° 


a' 

□ a' 


□ lr 

w 


re 

Address. lr 

Is 


(Postcode) 


To Logic 3 Ltd., FREEPOST, Mountbatten House, Victoria Street, Windsor SL4 1HE 








































:OMPETITON ° COMPETITION ° COMPETITION ° C□^ 



repelled 

be a Ion 


Task of Lone Wolf: sfaffs with yo ur 

are Lone Wolf. The d V ^ Monas tery 
Mar morning tutona „ omja / corning 

unds. Howeverths Leav ,ng the 

today is theda *° f J a re attacked but with 
untains behind, yoo ar f/je foe , s 

e blow of Y° ur *“ n< % from a mysterious 
in Seeking dO'dance r casf/e to the town 
Ze you are directed wa a cast^ to a dose. 

uj C h you enter as t refreshed, V° u 

ie following ^ ar beast which has to be 
mounter a vicious bea /f , js gomg to 


RULES 

Each entry must be on a postcan 
or back of a sealed down 
envelope and must bear the 
entrant's own name, age and 
address and a special entry toker 
cut from this page. 

All entries received by the 
closing date will be examined an< 
the First Prize awarded to the 
sender of the correct entry 
submitting the most apt, original 
and best-expressed tie-breaker, 
with age being considered. All 
prizes must be accepted as 
offered; there can be no 
alternative awards, cash or 
otherwise. If the First Prizewinne 
is aged under 18 years then 
parental consent must be 
obtained before the prize can be 
awarded. Remaining prizes will b< 
awarded for the next best entries 
in order of merit. No entrant may 
win more than one award. 

This competition is open to all 
readers in Great Brita.n, Northern 
Ireland, Eire, Channel Isles and 
Isle of Man, other than 


MV 


BIG * » 9to 

t M>cenevvA"° you, • U ? 9 *"S’„ correct ordet 

n computer at th treasure f either 

Even rf You fail to rea P e Wolf game pacM Eac h 

Hrvooattotd 


AND 


How to Enter 

Here are eight screen shots from 
the game Lone Wolf: Right from 
the Dark but they are not in any 
special order. That's your job! So 
as not to betray too much of the 
real storyline we have concocted 
a short tale about Lone Wolf to 
help you place the pictures in 
sequence. 

Read the passage carefully 
and, when you think you can put 
the pictures in order, get a 
postcard (or you can use the 
back of a sealed down empty 
envelope) and put the numbers 
1-8 down one side. Write the key 
letter (for example, 'C') of the 
picture you think is first next to T 
and so on until all pictures have 


been placed in the order to fit the 
story. 

Cut out the special entry token 
from this page and stick it to 
your entry. Don't forget to put 
your name, age and address on 
as well. Finally, we want you to 
write down a battle cry suitable 
for Lone Wolf, a novice monk 
trained in the martial arts and 
magic, on a mission of revenge. 

It can be anything you like but 
must be no more than 12 words. 

Post your completed entry to: 
BIG K LONE WOLF 
COMPETITION, LAVINGTON 
HOUSE, LAVINGTON STREET, 
LONDON SE99 to arrive by 
Thursday 31st January, 1985. 


employees (and their families) of 
IPC Magazines Ltd., Hutchinson 
Computer Publishing Company 
Limited and the printers of BIG K. 

Any entry received after the 
closing date will be disqualified as 
will those received incomplete, 
mutilated, illegible or not 
complying with the rules and 
instructions exactly. The judges' 
decision is final and legally 
binding and no correspondence 
will be entered into. All winners 
will be notified and the result 
published later in BIG K. 
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I TOKEN 


































1 0 


i_ 

ET l 

ev--Q t 

im=18( 

20 

LET S=1 


GOTO 

i 170 


30 

CL8 : RE'; 

•TORE: 

FOR f 

■=1 TO 

40 

LOCATE 

f 

• • F 

'PINT C 

:HR$< 2: 

50 

locate 

f 

8 : F : 

*R I NT C 

:HR$< 2: 

60 

LOCATE 

f 

, 12 = 

PRINT 

CHR*<: 

70 

LOCATE 

f 

, 15 ■ 

PRINT 

CHR*< 

80 

LOCATE 

f 

.• 20 : 

PRINT 

CHR$< 

90 

LOCATE 

f 


PRINT 

CHR*< 


100 MODE 1 


■ LOCATE 1 
PRINT CH 


100.NEXT f 

HO LOCATE 16,7 PRINT CHR*<198 
5, 6: F'R I NT CHR*< 199 "> ■ LOCATE 16/5. 

R*( 19 f. -> ■■ I OCflTE 17,6 = PR I NT CHR« 197 > 

120 LOCATE 39,7=PRINT CHR$<225> 

190 FDR f=8 TO 11 ; LOCATE 20, f ■ PRINT CHR$ 
< 220 NEXT f 

140 FOR f-12 TO 14 : LOCATE 2,f : PRINT UHR* 
<220 >=NEXT f 

150 FOR f=15 TO 19 = LOCATE 30,f’ PRINT CHR 
*( 228 "> ■ NEXT f 

160 FOR f=20 TO 24 LOCATE 10,f=PRINT CHR 
220 ) : NEXT f 
170 SYMBOL AFTER 189 
180 FOR f=200 TO 211 
190 READ a, b, c, d, e, l, 9, h 
208 SYMBOL f,a,b,c,d, e, 1,9,h 
210 NEXT f _ _ „ 

220 DATA 0,0,0,0,0,0,0,0,2,1,0,0,0,0,0,3 
,0*0,0,0,0,112,112,32,120,164,36,96,80,2 
98, 156,132 

280 DATA 0,0,0,0,1,1,0,0,0,8,3,0,0,0,0,3 
,0.0.0,0,192,192,128,192,224,208,224,192 
,192,192,192,192 „ ^ 

240 DATA 0,0,0,0,0,28,92 ,72,62,9,9,56,68 
,66,193,7,0,0,0,0,0,0,0,0,0,0,0,0,0,0,0, 
0 

250 SYMBOL 220,195,255,195,255,195,255,1 


Controls: 
Q: Up 
A: Down 





























































































































95/255 

260 IF 8=1 THEN GOTO 610 

2 70 LET mox=2 : LET mouy=24 

280 LET a*=CHR*<200>+CHR*<202 HCHRSk 201> 

+CHRSC203> 

290 LET b*=CHR$i; 204 )+CHR*< 206 :>+CHR*< 205 > 
+CHRSK207 ) 

300 LET c*=CHR*< 208 >+CHR»< 210)+CHR*< 209 > 
+CHR*(211) 

310 FOR *=37 TO 1 STEP-1 

3?@ LOCATE 1 /1-PRINT "TIME'"tim 

330 IF 1ev=1 THEN GOSUB 910 

34B IF INKEY$="i" AND mox>l THEN LET mox 

=mox-l 

350 FOR f=0 TO 2 

360 IF INKEY*="P" AND mox<38 THEN LET mo 
x-mox+1 

370 IF mouy=7 THEN GOSUB 1000 

380 IF INKEY$="i" AND mox>l THEN LET mox 

=mox-l 

390 FOR 9= 1 TO 3‘IF INKEY*="4" THEN GOS 
UB 810'NEXT 9 

400 IF lev=l THEN GOSUB 910 

410 FOR 9=1 TO 3'IF INKEY*="a" THEN GOSU 

B 360'NEXT 9 

420 IF f=0 THEN LET 4*=** 

430 IF f=l THEN LET 4*=b* 

440 IF f-2 THEN LET 4*=c» 

450 LOCATE a,10>PRINT LEFT**4*/2)'LOCATE 
a./11 PRINT RIGHT**4*/2) 

460 LOCATE a.- 18 • PRINT LEFT** 4#.- 2 )' LOCATE 
a/19.PRINT BIGHT**4*, 21 
470 IF l@v=l THEN GOSUB 910 
488 LOCATE mox / mouy ' PR I NT " "; CHR** 224 ) 

490 IF a=29 THEN LOCATE 30/19'PRINT CHR* 

<220)'LOCATE 30/18-PRINT CHR**220) 

500 IF a=19 THEN LOCATE 20/11'PRINT CHR* 


(220>'LOCATE 20/10'PRI NT CHR** 220) 

510 IF mox® 10 AND mouy=24 THEN LOCATE mo 
x.. mouy ' PRINT CHR** 220 ) 

520 IF mox=3 AND mouy=24 THEN LOCATE mox 
+2/mouy'PRINT CHR»C220> 

530 IF RND>0.7 THEN LET tim»tim~l' IF tim 
=0 THEN GOTO 940 
540 NEXT f 
550 NEXT a 

560 LOCATE 1/10 'PRINT " " 

570 LOCATE 1/18 'PRINT " " 

580 LOCATE 1/11 'PRINT " " 

590 LOCATE 1/19 'PRINT " " 

600 GOTO 310 
610 BORDER 15'INK 0 .. 10 


620 PRINT 

" 00 

00 

000000 

00 

00 000000 

000000 

00 

OO 

000000 

00 

00 00 

00 

O0000O 

00 HQ 

00 

00 000000 

00O00 

0000OO 

00 00 

00 

00 on 

00 

00 

00 

000O0O 

000000 OO0OO0 

000000 

00 

00 

0O000O 

000000 000firm 

000000" 






630 PRINT 






640 PRINT 

" 



MOU 

SE" 

650 PRINT: 

PRINT 

II 


BY 

JASON GI 


LBERT" 

668 PRINT " ****t****t****t*t*********t*t 
**##*#*#*#* ■• 

670 FOR 9=12 TO 22'LOCATE 1/9'PRINT 

LOCATE 40/9'PRINT "*"'NEXT 9 

680 LOCATE 1.-23'PRINT "*:*:************:*** 

*m#:m*:m#***#**##** 

690 LOCATE 15.-12'PRINT "INSTRUCTIONS" 

70U PRINT "#You are a mouse who must rea 
ch his tt.ho 1 e on the top floor of an 
old house.**WATCH OUT FOR THESE CREATURE 


UED 
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CONTINUED FROM P.69 


710 PRINT "* 
726 PRINT "* 
GUARDS" 

730 PRINT 
740 PRINT 


' •CHR*<208 > 

',i CHR« 209 >.!" THE SECURITY 


2nd MOUSE.ONL 


4:" 

* ") CHR$< 225 ).•' 

V HE CRN OPEN THE HOLE" 

758 PR I NT" *4:" 

760 PRINT "*KEYS»Q=UP=A-DOWN=I-LEFT = P»RI 
GHT" 

778 PRINT "* GOOD LUCK!!" 

780 LOCATE 14,25=PRINT "PRESS ANY KEY!" 
790 IF INKEYS*""THEN GOTO 790 
880 LET 8=2 = GOTO 30 

810 IF mouy as 24 AND mox*9 THEN LOCATE mox 
+1, mouy i PR I NT CHRSC 220) = LET mouy -mouy -5 
= LET lev»l 

828 IF mouy*11 AND mox*19 THEN LOCATE mo 
x+1, mouy = PR I NT CHR*< 220 > = LET mouy -mouy -4 
= LET l*V*0 

838 IF mouy=19 AND mox*29 THEN LOCATE mo 
x+1, mouy »PR I NT CHR*< 220) = LET mouy -mouy - 
5=LET lev-0 

840 IF mouy s 14 AND mox=l THEN LOCATE mox 
+ 1,mouy = PRINT CHRS<220 >«LET mouy*mouy-3» 
LET 1iv®1 
850 RETURN 

860 IF mouy*19 AND mox«9 THEN LOCATE mox 
+1,mouy‘PRINT " "=LET mouy-mouy+5 ! LET le 


960 LOCATE 8,23•PRINT "PRESS A KEY TO PL 
AY AGAIN" 

970 IF INKEY*="" THEN GOTO 970 

980 IF INKEY**"" THEN GOTO 980 

990 RESTORE'GOTO 10 

1000 IF mox< 17 THEN GOSUB 1050 

1010 IF mox=38 AND k@t=0 THEN LET k«t=l‘ 

LOCATE 38/ 7 ■PRINT CHR*< 228 ) : LET mox=mox~ 

2'LOCATE 10/2'PRINT "YOU HAVE THE 2nd MO 
USE" 

1020 IF mox<37 THEN LOCATE mox> mouy'PRIN 
T " 

1030 LOCATE 30/1'PRINT "NEAR HOME" 

1040 RETURN 

1050 IF ketOl THEN RETURN 
I860 CLS'BORDER 0/26 
1078 FOR f=l TO 20 

1030 PRINT " WELL DONE WELL DONE 
WELL DONE" 

1090 NEXT f 

1100 LOCATE 3/23'PRINT "PRESS ANY KEY FO 
R ANOTHER GAME" 

1110 a*=INKEY* 

1120 INPUT a* 

1130 RUN • lit 


AND mox“l THEN LOCATE mox 
"'LET mouy“mouy+3'LET 1. 


870 IF mouy = 14 AND mox“29 THEN LOCATE mo 
x+1/mouy'PRINT " "'LET mouy“mouy+5'LET 1 
ev=0 

880 IF mouy“11 
+ 1..mouy PRINT 
V“0 

890 IF mouy“7 AND moux“19 THEN LOCATE 30 
/I'PRINT " "'LET lev»l'LOCATE mo 

X/mou.y'PRINT .LET mouy“mouy+3 

900 RETURN 

918 IF mox+l»* THEN GOTO 940 
920 IF *=mox+l THEN GOTO 940 
930 RETURN 

940 CLS'MODE 0'PRINT 


























































































































































VUM 




In the year 2525 A.D., time travel is 
finally perfected. Scientists of the 
project send you into the time void 
equipped with an armed, all terrain 
vehicle. Your objective is to assist 
mankind in his various battles : from 
the prehistoric age to the aftermath of 
the final conflict. Only a successful 
mission can assure your return. 
Features include 'Hi-Score table, two 
player option, two skill levels and 
continuous play facility. 


Trade Enquiries: ANIROG SOFTWARE 
10 VICTORIA IND. PARK, VICTORIA 
ROAD, DARTFORD, KENT. 

(0322) 925 1 3 /8 

Mailorder: 8 HIGH STREET, HORLEY, 
SURREY 24 HOUR CREDIT SALES 
HORLEY 02934 6083 
Payment by: P.O. - ACCESS - VISA - 50p 
POSTAGE & PACKAGING 


Commodore 64 €7.95 



























































lines show no mercy 


Acornsoft have now unleashed eight more mer- 
Iciless games onto unsuspecting BBC micro owners. 

I Ranging from ‘Gateway to Karos’ where putting 
I a foot wrong could mean instant death. To the relentless 
I antics of Drogna which could have you dying with 
I laughter. 

Gateway to Karos. 

An adventure game in which you’ll need all 
lyour patience and ingenuity just to stay alive. Your 
■objective is to find the Talisman of Khoronz but, 
Iwhichever path you choose, you’ll be beset by treachery. 
■Serpents lie in wait and magical phenomenona are in 
I abundance. Should you find the Talisman, you’ve still 
I to find your way back. 

Labyrinth 

A superb real-time game with fast 3D graphics. 
lAsyou guide Mork through the Labyrinth, he’ll have 
I to eat fruit to keep going. Crush the Tiger-Moths, 

I shoot the Flitterbugs, dodge the Threshers and find 
I the Magic Crystals which lead to new and more 
I challenging levels of the Labyrinth. 

Tetrapod. 

You re in an arena littered with dormant lizards, 
Ikiller bees and other hostile creatures with whom 
■you’ll have to do battle to survive. But beware of your 
lown laser bullets, as they bounce off the arena walls. 

Drog na. 

A game for two people - preferably with devious 
Iminds. There are two vaults containing diamonds and 
lyour job is to collect and transfer them to your home 
■base. While your opponent is out collecting you could 
Isneak in and steal his loot... but keep an eye out for 
I him doing the same to you. 

Crazy Tracer. 

An arcade style game where you’re in charge of 
lapaint roller. Guide your roller around a maze of 
sdangles while evading monsters who are committed 
Ito destroying it. Gain extra rollers and bonus points 
Ibypainting different objects. But you’ll have to avoid 
unning out of paint. 

Volcano. 

Mount Crona has erupted after 150 years of 
Isilence. And your mission as an Emergency Rescue 
|Helicopter Pilot is to save sightseers stranded on the 
pes. Time is of the essence as the lava approaches 
Ithe sightseers. But you’ll have to take time to evade - 
Iorshoot - the boulders being hurled from the volcano. 


Carousel. 

A re-creation of the fairground shooting gallery 
- with a difference. Shoot down all the ducks, owls 
and rabbits before you run out of ammunition. 
Watch out for the low-flying ducks. If you fail to shoot 
these, they’ll steal your bullets and reduce your 
chances of success. 

Meteor Mission. 

On an alien planet are six stranded astronauts. 
Launch your capsule from the Mothership and by 
avoiding - or shooting - meteors and alien craft, pick 
up the astronauts one at a time and return them to 
the Mothership. 

All games - with the exception of Gateway to 
Karos which is currently only available on cassette - 
can be bought direct in either cassette or disc form. 
You will find all these programs at your local Acorn 
stockist. To find out where they are, or to order by 
credit card, simply ring 0933 79300 during office 
hours. 

Alternatively, you can order the games by 
sending off the coupon below to: Acornsoft, c/o Vector 
Marketing, London Road, Wellingborough, Northants 
NN8 2RL. Please allow 28 days for delivery. 


To: Acornsoft, c/o Vector Marketing, London Road, 
Wellingborough, Northants NN8 2RL. 

Please send me the following software games: 


PROGRAM 

Gateway to Karos 

quantity 

DISC/CASSETTE 

Kingdom of Hamil 



Tetrapod 



Drogna 



Crazy Tracer 



Volcano 



Carousel 



Meteor Mission 



TOTAL 




Price Cassette: £9.95; Disc: £11.50 

I enclose PO/Cheque payable to Acornsoft Ltd. Or charge my 
credit charge. 

Card Number:___ 

Barclaycard/Access (Delete) 

Name____ 

Address__ 

--Postcode_ 

Signature_____ ^ 

Registered No. 1524763 VAT No. 215 8123 85 


/ICORNStFT 
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Run and jump your way through 31 increasingly more difficult 
caves. Your object - to destroy the many aliens that inhabit them. 
(Beware of Spitting Flowers and Rope Snappers.) Time is your 
other enemy, so don’t waste it! 


bubble 

bus 

software 

87 High Street 
Tonbridge 
Kent TN91RX 
Telephone: 0732 355962 
Telex: 95151 I- 


able from all good 
retail outlets or direct from: 


Dept. BK 


D..UUU Duo Crkftui! 


















































LET'S KICK off this month 
with a real goodie. 
Micromania (Sphere, £1.75), 
for my money the best 
introductory book 
available, and certainly the 
rudest and funniest. 

Written by Charles Platt (USA) 
and adapted for Britain by David 
Langford, it sets out to tell 'the 
whole truth about home 
computing' and does it with 
knowledge, wit and style. Aimed 
mainly at people hovering on the 
brink of, or with one toe in, the 
murky waters of the hobby,it 
manages to put the boot firmly in 
on virtually every aspect. 

The chapter on manufacturers 
('Naming Names'), is alone 
worth the price of admission and 
really shows up books like Tim 
Hartnell's Personal Computer 
Handbook'. Commodore get a 
particularly brutal savaging, but 
virtually all manufacturers 
stagger out of the ring covered in 
blood. 

Even if you've already taken 
the plunge, there's plenty of 
good demystifying gen on, for 
instance, Translating Computer 
Magazines Into English'. 

Of course, books like this 
always suffer from being a bit 
out of date, even when revised 
as this one has been. It doesn't 
tackle the thorny issue of MSX 
and went to press before Atari 
opened the latest price war, for 
instance. Even so, warmly 
recommended if only for the 
jokes. 

The Micro Enquirer (Century, 
£8.95) on the other hand has no 
jokes, is excessively polite about 
everything and is as boring a 
book as you could hope to find. 
It's a format series of which 
about 90% is standing copy 
while the rest is specific to the 
Spectrum, 64, BBC or Atari XL. 
Put together from material 
published in Another Computer 
Magazine, there probably is 
some juice to be squeezed out of 
this bland little fruit, but overall 
too tedious for the general 
and not technical enough 


far serious computer freaks. 


Putting 'The indispensible 
guide to your computer' on a 
book jacket sounds well OTT, 
but I must admit that Chris 
Williamson's Getting the Most 
Out of Your BBC Micro 


(Penguin, £5.95) really does live 
up to it. Very clear, well laid out 
and to the point, it pulls off that 
rare trick in computer writing — 
of treading the thin line between 
flannel and techno-gibberish, 
and actually being 
straightforwardly informative. 

Apart from picking up where 
the official 'User Guide' leaves 
off, it fills in the inevitable gaps. 
Should be in the box with every 
Beeb. 

Building Blocks for BBC 
Games by Bruce Bayley 
(Melbourne House, £6.95) has 
the best printed game listing I've 
ever seen, beautifully clear with 
Checksum validations to boot. 
Unfortunately the games 
themselves look dull as 
ditchwater. (The giveaway is the 
strip on the cover saying 
'Electron Compatible'). About a 
third of the book is actually given 
over to examining sub-routines, 
the 'building blocks' of the title, 
showing the applications of 
structured programming. 


Robert Young and Roger 
Bush, the authors of Games 
Commodore 64 Computers Play 
(Addison-Wesley, £6.95) should 
be published by Melbourne 
House, if only because they're 
fellow Aussies. From their biogs 
they're obviously both heavy 
duty wargamers, but it doesn't 
show much in this selection of 19 
listings, About half are arcade 
games, a quarter abstract 
strategy numbers and the rest 
adventures or simulations. A pity 
that Addison-Wesley went for 
reproducing dot-matrix 
printouts, which vary from fairly 
crisp to virtually invisible, 
because the games sound more 
interesting than most. I mean 
Sunnybrook Farm and Roman 
Empire? Change the ribbon next 
time, lads. 

CBM 64 Programs Vo I 1 
(Duckworth, £6.95), programs 
by Richard Franklin, edited by 
Nick Hampshire, suffers, if not 
quite so badly, from the same 
problem. A large chunk of the 


book is devoted to high-res 
graphics via machine code, with 
music, utilities, sprites, user 
defined characters, a long Star 
Trek game listing, plus a 
medieval stag-night adventure 
and a clutch of smaller games. 

'As anyone who has tried to 
use their Commodore 64 at all 
seriously will know, the version 
of BASIC that it is equipped with 
is not the most advanced version 
around'. Thus Peter Gerrara 
introduces, with classic 
understatement, his Advanced 
BASIC Ft Machine Code for the 
Commodore 64 (Duckworth, 
£6.95). In his usual thorough 
style, Gerrard, a really serious 64 
man, sets out to go beyond 
those slow motion PEEKs and 
POKEs, using an arcade game to 
introduce the rudiments of 
machine code programming. 
Unlike its stable mate above, it 
boasts crystal clear listings, an 
excellent appendix of useful 
information summaries and a 
proper index. 
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Controls: 

Move sandpaper in 
eight directions 
using joystick. 


UtosH to m 


'Only one owner' says Sid the Spiv, propritf 
the Whizzo Wheels (Used) Emporium Ltd. Sea 
mug, I fall for it. 'Course he didn't tell me abci 
dreaded contagious rust bug, and now it's I 
time job making with the old sandpapcl 
keeping the nosey dorks next door from seei * 
of the old banger... 
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REM 

45 

REM 

56 

REM 

=r 

REM 

60 

REM 

65 

REM 

78 

REM 

88 

REM 

85 

REM 

99 

REM 

95 

REM 

98 

REM 

99 

REM 


RUST 

IN 

PEACE 

PETER WILLIAMS 
EDINBURGH 

REM'S ARE 
NOT NEEDED 


180 POKE 559.0; GOSUB 580's GOSUB 1830 

lie HIT=e; R¥=55;FLAG=1:POKE 19,0:GOSUB 3 

5B 

ii9 rem 


120 RUST =RND < 8) : XI = INT <RND <0> *208 ) : IF RN 
D(8)>0.5 THEN PM=PM1:MAN =53249:1 = 1:VI=8 ; 
GOTO 140 

138 1=2;PM =PM2;MAN =53250:VI = 130 

140 XI=XI+LEV* <XI<128>-LEV* <XI>128>;VI = V 
I+LEV*(YI<76)-LEV* < VI>76>:A=USR <MOVE,I,P 
MB.PM,XI.VI.8) 

158 IF PEEK(53260) 08 TH EN GOS UB 390sGOT 
I 120; REM 

160 IF FLAG-1 THEN 188 sREM 
169 REM 

17B IF V>62 AND ¥<73 THEN IF X>PX(R>-5 A 
ND X<PX<R> +5 THEN FLAG = 1;SCR = 10;C=2;SOUN 
D 0.RX(R)+100,10,15sGOSUB 438 

1*9 REM gS °~i^ a«»«gH«8S»ia«3 

180 IF INT(XI)>125 AND INT(XI)<131 AND I 
NT (Vi -0=76 AND INT (VI) <=78 THEN 498 
190 POKE 53278.255:IF PEEK<19)>2 THEN GO 
TO 496;REM 

2S0 S=PEEK(632);A=USR < MOVE.0,PMB,PM0,X,V 
.3);SOUND 0.8.0.0 
: 210 IF X>195 THEN X=195 
220 IF <<55 THEN X=55 
230 IF V<5 THEN V =5 

248 IF V>118 THEN ¥=110 

249 REM mi _ 

250 IF FLAG = i THEN POKE 19,0s IF RUST>0.5 
THEN HOLD(8)=R:R=INT(RND(8)*12)sHOLD(l) 

=R;C = 1;FLAG=0;GOSUB 430 
259 REM 

266 IF S=5 THEN X=X+4;V=V+4;GOTO 148 
l 278 IF S=6 THEN X=X+4:V=V-4;GOTO 148 
280 IF S=7 THEN X=X+4:G0T0 148 
290 IF 5=9 THEN X=X-4;V=V+4;GOTO 140 
: 300 IF 5=10 THEN X=X-4:V=V-4:GOTO 148 
3lB IF 3=11 THEN X=X-4sG0T0 14a 
I 326 IF S=13 THEN V=V+4:G0T0 148 
338 IF 8 = 14 THEN ¥=¥-45GOTO 148 
I 340 GOTO 148 

7 A Q 5^ N1 


358 SCORE=SCORE+SCR*LEVEL 

360 IF SCORE TOP THEN TOP=BCORE 

370 POKE 656.0;POKE 657,2s? "SCORE; "j SC 

OPE:;7 " HIGH-SCORE: "}TOP 

388 POKE 656.2; POKE 657,2:? "LEVEL; " .; LE 
vEL;:SCR=8;RETURN 

389 REM m 


390 SCR=28s¥1=8sPOKE MAN,8sFOR 1=1 TO 20 
sPOKE 53278.255;SOUND 8.(MAN/300+58)*1,1 
2.18:NEXT I 

400 SOUND 8.8.8.8;HIT =HIT+1;IF HIT<>5 TH 
EH GOSUB 350 s RETURN 


4iB POKE 784,55sLEV=LEV +0.1sLEVEL=LEVEL + 
1iHIT =B;IF LEVEL>58 THEN LEVEL=58 
42a GOSUB 358sSOUND 0,250,10.15sFOR M=1 
iU 50;NEXT W;SOUND 0,0,8,0sSOUND 0.150-1 
0,15;FOR W = 1 TO 50sNEXT W 
425 SOUND 0,250,10,15sFOR W = 1 TO 58s next 
W;SOUND a,0,0,0;POKE 704.B•RETURN 
429 REM 

436 IF HOLD <8> =HOLD(1) THEN FLAG=lsPOP ; 

GOTO 256 

44a GOSUB 35a 

4-0 COLOR C s PLOT RX (R> -1. RV-2 ; DRAW in Rx«: 

R +1,RV-2;PLOT RX<R> +2.RV-2 

46a PLOT RX(R>-2,RV-1:DRAWTO RX(R)+i,R¥- 

470 PLOT RX(R>-l,R¥sDRAWTO RX<R>+2,R¥sPL 
U_i RX <R> -1, R¥ + 1; DRAW TO RX(R> + 1.RV-H iPLOT 
HX (R>-2,R¥+2;DRAWTO RX(R)-1.R V +2 
4S0 PLOT RX(^^2,R¥ +2sRETURN 

498 C = 1;FOR 1 = 1 TO 20 s SOUND 0.RX(R)+100. 
la,l5sR=INT(RND(0>*12)sRD=INT(RND;x's: 
RV=52+RD*5 ' 

500 GOSUB 450;SOUND 8,0,0,0sNEXT IsPOKE 
510.FOR 1=53248 TO 53250sPOKE I-RsNEXT I 
519 REM 


520 CAR1*= 
5 -2 Q CMR2$ = 

548 CftR3$= 

549 REM s 


6MHE- I #" 

S: 

over -SB" 


558 GRAPHICS 18sFLAG=isGOSUB 660 s graphK 
S 7;POKE 559,0;SCR=0 

568 GOSUB 103©;X=128 :XI-0 ; ¥=64 ;VI=R : POKE 
53248,XsPOKE 53249, XI sPOKE 53250. XI 
5,a H=USR < MOVE,0,PMB,PM0,X,V,8 >sPOKE 559 
,46 s POKE 53277, 3 s R ¥ =55 s SCORE=0 s GO TO HR 
579 REM iaBSa^gian —n-pnrf i— 

588 DIM BVTE*(80>,CARi$(10>.CAR24(10> -C:A 
R 3* (10 >, RX (11), RX (11). HOLD < 1 > 

=-:-q REM 


>98 CAR1*=" RUST-!#' 

600 CAR2$ = " 

613 CAR3$=" peace—!#" 

628 CHS=PEEK<106)-28:POKE 106.CHS-1;CH=C 
HS*256 

63B FOR 1 = 1 TO 32;READ AsBVTE$(I.-D =CHRS 
(A);NEXT I 

648 DATA 104,184,133,213.184.133,212.104 
,139,215,104,193,214,162,4.160.0.177,212 
,145,214 

658 DATA 280,288,249,230,213,230.215.202 
,208,248,96 

66U G=USR(ADR(BVTEf),57344.CH) 

6,-0 RESTORE 698 s FOR X=0 TO 7 s READ As POKE 
CH+S+X,A:NEXT X 

680 FOR X=8 TO 7sREAD AsPOKE CH+24+X,A S N 

EXT X • . 

690 DATA 0,31,33,65,255,255,255,24 
<00 DATA 8,224,144,136.254.255.255.24 

209 REM MMflKataKBsa 

210 GRAPHICS 18;POKE 712,0sPOKE 756.CHS 
£40 SOUND 8,RND(8)*20+20,86.15:POP I = la 
TO 1 STEP -IsPOSITION 0,2:7 #6:CAR1$(J,1 
§2;FOR M=i TO 50;NEXT WsNEXT J 

<38 FUR J =18 TO 1 STEP -IsPOSITION 0.4:? 
#6;CAR2*(J,10>;FOR W=1 TO 50 s NEXT WsNEX 

I J 

740 FOR J»10 to 1 STEP -1sPOSITION 0,6;? 
#S.;.CAR9$ (J , 10) ; FOR W=i TO 50: NEXT WsNEX 
J s SOUND 0,e,0,0;X=8;v = 10 

HIT sei 

rt 5i 

760 IF PEEK(53279)=5 THEN 880 
< <8 IF PEEK(53279 ) 06 THEN SOUND 8.Z*F8- 
10,15sFOR W = 1 TO 108sNEXT Ws2=XsX = Vs¥=2; 
SOUND 0,0,0,8;GOTO 750 

730 GRAPHICS 18; POKE 708.0 s POKE 756, CHS;' 
POKE 12,la;POKE 789.54sPOKE 710.55sPOSI 
TION 2,2;? #6:"LEVEL SELECTOR" 

<98 POSITION 2,4:? #6;"press SELECT for" 

:POSITION 2,5;? #6;"level you require” 
80a POSITION 1,7:? #6.; "press START to pi 
ay" 

Continued over page 


RUST IN PEACE for any Atari ByP. Willi* 



































ii i.i o'i i*;,i o::i x M oj 
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o 


u 


#6; : 


H4H 'dUU’MU C= 


i p'ifi•? *6;“00":LEVEL=0 
s'ii:? #6; ‘K" sLEVEL =0 
0.R.05EQR W=i TO 50:NEXT wsrt 
;.XF'A=5 THEN LEVEL=LEVEL+x:x 
*■ 7K 4 r ' e- - " TUC H ! F VEL = 0 
ri I^.EVEL 0 AND _ A=6 THEN LEV=LEVEL/1 

Ii ’ cniiun'fi i EVEL«5B • 10,10: IF LEVEL<10_ ; 

EN POSITION 3* 18s? #6; "0" jLEVEL:GOTO »4 

70 POSITION 8,10;? # 6;LEVEL;GOTO 840 

p S 4 sRppH^^f^rM^KE 75b,CHS;POKE 708,0; 

Ens/tr " 7pq . -1 4 ; POKE 7 12,8 , . 

P!/S|!> 0 Ku # lk ! THE n PR0UD 0 S NER 
Lo le0 A p SK? C SI; ;: hohever.to vour diiit P^o1 

li% 3 ^7, 6; ,BRE 5 KlN8 v U0 lcS ^ r:TH?s 

r,7,, naur uni ;R TRHPT'r SANDPAPEk .-if 
IIS I in PAN MOVE IN 8 DIRECiiu 

SruRiNfi' ft" JOVSTICK IN PORT 1" + ll . one 

;,i.-p i - q;TI0N 4 # 20; ? #6; "press start ;rw 

iL7r,L I ?577 afi;"to continue" 

RiKlP PEEK 53279) OS THEN 940 

if! 7 II! ^AS USUAL OF_COURSE VOUR KNOW- 
NEIGHBOURS O 4“’ : • " Kl - ' 

E :i x i E o7 sK^Pboast'about their^new 

SrTRn'Ro';? #6;? #6?" SHOULD THEV REACr 
"THE MIDDLE OF VOUR CAR ”? , TF 

qfiS ? 46: "THE GAME tNDS.' if • • Tr '-' s 
‘the Pi 1ST IS LEFTTOO LONG IT SPREADS nrtu 

lUC-^^SXK-THiFLE 50 LEVELS i-BOSy 

;Sle 5 ?5lniS fl 0 ! ,z2.E *tiV«s »t»rt to 

UPiO IF PEEK (53279) 06 THEN ±B±'d 
10=20 GO SUB 736 

GRAPHICS 7;POKE 559,0;DLIST=PEEK(56 
w\ +?5 ,AmPFEK <561> :FOR I=Vi_x» i +o ^ *'*"*•*'• 

O0t .tr peek «I; 066 THEN NEXT I _ 

- 1 :F 

Sel; 1 "^ 1 ^ luS Its,162,50,169,12,141,is 

1070 DATA 141,23,208,142,24,208,104,170, 

iIpr 6 P0KE 512,0;POKE 513,6:P0KE 54286,19 
2;POKE 1540^125sPOKt 

SIS “ke^iKmiPOKE 709,169'PSEE 70S, 

99,S0;PLOT.29,38; 

nRANTO'Ie,49; PLOT 20,50 : DRAWTO i4U, 7-0: ri_ 

Hi |*i?nT 1 'q’4" 10!DRAWTO 89,49;PLOT_19,50^ 
nSftWTn IP.84;DRAHTO 24,69:DRAW iu 

Eft S°’Hu?i755 W 12 : nM?0 113,61 :• DRAHTO _ 

4 ^rIai 'sDRAWtB 12&; 69:DRAHT0 140,69;DRAWi 

Fln 8 i?nT pp.TP; DRAWTO 119,50; FOR^1=50 T 
—" 20 -1; DRAWTO 148,I:-NEfti x 

V U 


niSS-r^-I 23,69;DRAWT0 31,61;PL0T 22. *9: 
TvLT!‘L, f? = bi:n_u ; 21,69sDRAWTO 24.gi' 
rTiiu.X:::,! PS;DRAWTO 29,68; PLOT 21,87: 
T U” ' OO—ilio® 1 21 4 66 : DRAWTO 29.54'• pi ii 
t f z 1 Tu 23 = 57 ' ~ 

i?pSSTn L £I £o5 7 i9 R8WT0 22 - 57 ;PLOT 21,68 = 
“ ^ - •= '->6 ; rLU ! 21,69; DRAW TO 29,57;PL0 


'iPAUTfi 


:’9, 61 


0 b j 


- = 21,64^;DRAWTO 29,58;PLOT 21-63; 
- ’ I'V ' 5, - •= ' ■ “ LU * 21,62; DRAW TO 29,56; PLO 

Il„§ 9 i? L0T 45,1; DRAWTO 105 
TO " 144 . iKpC't - ~ Z * TU b9:PL °T 126, I;DRAW 

7l : f5„ l r L :£i 4-®E,68;DRAWTO 113.60:PLnT -tap 
Li;LPJO 1 Xr 1 3 - 59;PLOT 106,66;DRAWin 771" 
:"r :L~ U 1 _ --DRriWTO 113*^3 

ifS’EA;DRAWTO 113,61;PLOT 104. 

ri'i i 'L':;..'- , ,j;.r-iH a - : '‘' Lu 1 106462 s plot 107.4,2 

oIt - , 'i ! i- !PLU : 118,61; DRAWTO- 12 
L p TTLi ’ V7i .r ! '“Pp 1 122,62; DRAWTO 125,62 ; 

IIpInewt T = ‘ U 7sPL0T 37+1,61;DRAWTO 45 
:7f' = I:;J;I Er ,- 2?5;F0R 1=0 to iisread a;r 

7525 T‘i, 1 Z'S -H 41;READ A:PX(I) =A;NEkt t 
57l25:i35 -° ^-45,55,65,75,85,95,185, ll 

FfIGI-iJfi 50 - S -5S, lie, 119, 131, 148,14 
|| ;|oTO 3 i4ln 67 130SUB 1280 5 A =H5 ; GOSUB 12 

; iBS 1 - UL0R 3:PHI = 8; V1 = 0;X1 = 8;FOR R=0 TO 

i- 7fl® 8H2 Kl H 7: V L r 7 1+1: - PHIX= PHIV-Xl-Xl + i 
z:77 pItJ .Z7ii'? + , y t sPL0T A-Xl,B+VI;PLOT 
PLb'f'A-vL'i+xl M_A1 '«b-Vl;PLOT A + V1,B+X1; 

filV?VlI?i+f Vi ' S " X1;PL0T A-Vl,B-Xi;PHI=P 

7G; = 2 f_7 88 h" 12 abscphxV) then phi=phi 

1330 IF Xi> = ¥1 THEN 1296 

:itr% OL-i, 1 : 25 yi=0;NEXT R:RETURN 
- h l-4Ab = i THEN RETURN ; REM 


1359 REM i hi ■mum 

1880 DIM PMMOVS (100) , P0S< 30) , Pla f P2i 

n7;i;;M; fiDS, :75",*'" p sB x-i ra'iie rSS 

T t LM ! : NEXT X 

— if -- T 0 SiREAD A: P0S (X) =CHRS < A) ; 

1|P -OR X = i TQ 8; READ A;P1S<X) =CHR$(A> ; 

klx ! P K=1 T ° 3:READ p : p 2S( H )=CHRS(A); 
y !f/5 BA8 ! = IN ’ 1 PEEK < 145) +3>/4> .4 SPOKE N 
KT?. P 5®* P 2§?SE+256 5PM0=ADR<P0$) ; POKE 55 

XoirsuiiKr’i™! 784 -S'™9 

fti:. PM1=ADR(P1$) ; “M2=ADR (F2t) 

^1=05X2=0;V=50;V1=0;V2=fl 
t i* l-: j 5 d i MOVE , 0 , PMB. PM 0 . X. V, 8 ) 

-^Lr ' : - u b p ( M 0 v E, 1, p M B. P M1, X 1 . v 7 s *. C 

448b A=USR <MOVE , 2 . PMB'. PM0' y 5 ' uZ’ S; 

1470 RETURN ' "' ’ 

7 80 £ A J5, 2 iH : lf4,164,104,133,213,104,24 
■ HZ ’4 *'4,13 b, 205,104,173.204 •! 
1@4,104,133.208 - 

Xl? V?iX^ 04p l 04 lf 33,209,104, 104,24,101 
42: A7-; 11-: iL & ®•• p 4 :■,240,16,165.205-24. i 

TLAi^: 444,205,165,206,105 - 

7 '***4 q? 1 L-.S ’ I ?3,286,202,288,240, 160,0.16 
5— li — 196,207,176,15,132-21 

7171 ~ * ir z ~ •*' 1 ■ ’ •' •* ^U 154 

Ki b . t 2 : 7. 212 i 145,205,232,169, 0,240,4,16 

iiKpeKlIKIrlZ^Ii 128 - 208 ' 224 ' 168 ' 2 - 8 - 

4-20 DATA 255,255,255,255,255,255,255,25 
727T ill 8 i 28 ■30s2P,§0,126,189,36.102 

i| 8 i 2?r ^»raS 710,0; P 


u 

































EVERYTHING YOU WANT FROM A HOME COMPUTER 

1. ATARI 64K 800XL - £169: The Atari 800XL has many facilities and includes such advanced specifications that you will be amazed by its 
performance. At the new retail price of only £169 for a full specification 64K computer with a proper full stroke keyboard, we believe that 
the 800XL cannot oe beaten. Just look at the following specifications:- 

COLOUR CAPABILITIES: 16 colours and 16 intensities giving 256 different colours (all of the 256 colours can be displayed at the same time). 

OPERATING SYSTEM: 24K ROM including Atari Basic programming language and a self diagnostic test program. 

KEYBOARD: Full stroke design with 62 keys including help key and 4 special function keys, international character set and 29 graphics keys. 

SOUND: 4 independent sound synthesisers each capable of producing music across a 3y 2 octave range or a wide variety of special sound effects. (Additional 
programming can achieve an octave range of up to nine octaves!) 

DISPLAY: 11 graphic modes and 5 text modes. Up to 320x192 resolution. Maximum text display 24 lines by 40 columns. 

SPECIAL ATARI INTEGRATED CIRCUITS: GTIA for graphics display. Pokey for sound and controller ports. Antic for screen control and I/O (Input/Output). 

CPU: 6502C microprocessor - 0.50 microsecond cycle and a clock speed of 1.79 MHz. 

EXTENDED GRAPHICS FUNCTIONS: High resolution graphics Multi-coloured character set. Software screen switching Multiple redifined character sets. 
Player missile (sprite) graphics. Fine screen scrolling. Changeable colour registers. Smooth character movement. Simple colour animation facilities. 
PROGRAMMING FEATURES: Built in Atari Basic programming language supporting peek, poke and USR plus at least 8 other languages available. The help 
key will provide additional information and menu screens with certain software. Full on-screen editing is available as well as syntax checking on entry. 
INPUT/OUTPUT: External processor bus for expansion with memory and peripherals. Composite video monitor output. Peripheral port for direct connection 
to Atari standard peripherals. Software cartridge slot is included as well as 2 joystick controller ports. 

SOFTWARE: Over 1,500 items of software are available including self teaching programs with unique voice over. The range of programs includes Education, 
Home Management & Programming aids. There is also APX (Atari Program Exchange) and of course Atari's famous entertainment software now at only 
£9.95. In addition there is a host of support and help available from specialist Atari magazines like Antic and Analog and from over 75 Atari books/manuals. 

2. ATARI 800 48K COMPUTER - £69: We have a limited number of the Mkl model 800 computer with 48K. The price is £69 (as a games 
machine) or £99 with the Basic Programmer Kit (Basic cartridge & 2 manuals). Both come with a full 12 months guarantee. 

3. ATARI 1010 PROGRAM RECORDER - £34: For low cost storage and retrieval capability. Data transmission 600 baud. Storage capability 
100K bytes on a sixty minute cassette. Track configuration four track, two channels (digital and audio). Auto record/playback/pause 
control/unique soundthrough facility. Also included is built in accidental erasure prevention and automatic shutoff after each program as 
well as a 3 digit tape counter. 

4. ATARI 1050 DUAL DENSITY DISK DRIVE - £199: 5%" disks holding 127K randomly accessible bytes provide both expansion and 
flexibility for your 400/800 or XL system with new ‘helpful’ DOS 3. All customers who purchase a Disk Drive from Silica Shop will be 
automatically given a FREE set of 100 programs on 3 Disks recorded on both sides. 

5. ATARI 1020 COLOUR PRINTER - £99: Printer and Plotter with four colour graphic print capability. 40 column width printing at 10 
characters per second. Can print 5, 10 and 20 characters per inch. 64 character sizes. Prints text in 4 directions. Choice of line types. 

6. ATAR11027 LETTER QUALITY PRINTER - £249: For word processing letters in professional type. Print speed of 20 chars per second. 

7. ATARI TOUCH TABLET - £49: Enables you to draw and paint pictures on your T.V. screen, with the touch of a stylus. 

8. ATARI TRAK BALL CONTROLLER - £19.95: Enables cursor movement in any direction and adds arcade realism to your games. 

9. ATARI SUPER CONTROLLER - £9.95: The ultimate joystick with double fire button to give you a greater competitive edge in your games. 

SILICA SHOP ARE THE Nol ATARI SPECIALIST 

Silica Shop are now firmly established as the No 1 Atari retail/mail order and wholesale specialist in the U.K. We already offer our service to 
over 120,000 customers, 10,000 of whom have purchased Atari Home Computers. Because we specialise (and with a turnover of £1.5 
million), we are able to keep prices low by bulk purchases. Ring one of our 45 staff and we will be glad to be of service to you. Complete the 
coupon below and we will send you our Atari pack with price list and colour catalogue: 

EXTENDED TWO YEAR GUARANTEE: We are an Atari Service Centre, able to service and repair Atari equipment and have added a 12 month guarantee to the 
year offered by Atari, giving you a full 2 year guarantee on your computer if you buy it from us. 

SPECIALIST SUPPORT: Our technical staff are always available on the telephone to help and advise you. We endeavour to hold stocks of every Atari 
compatible item available in the U.K. and we stock over 75 Atari books and manuals. 

AFTER SALES SERVICE: Your name will automatically be added to our mailing list and you will receive price lists, newsletters and details of new releases and 
developments as well as special offers which are exclusive to Silica Atari Computer Owners. 

LOW PRICES: Our prices are extremely competitive and we will normally match any lower price offered by our competitors. 

FREE COMPUTER OWNERS CLUB: This is open to all Atari computer owners irrespective of where you purchased your equipment. Membership is FREE and 
entitles you to receive bulletins giving details of new releases and developments. Send now for your FREE information pack, price list & colour catalogue. 
PAYMENT: We accept cash, cheques, postal orders and all Credit Cards. We also offer credit facilities over 1,2 or 3 years, please write for a written quotation. 

NEXT DAY DELIVERY - FREE: All goods despatched from Silica Shop are normally sent by first class post or parcel post FREE OF CHARGE. As a special 
introductory offer for a limited period only we will be sending all Computers and Disk Drives by a next day delivery service at our expense. 

So fill in the coupon below with a literature enquiry or order and begin to experience a specialist Atari service that is second to none. 


SILICA SHOP LTD, 1-4 The Mews, Hatherley Road, Sidcup, Kent, DA14 4DX Tel: 01-309 1111 

ORDER NOW-OR SEND FOR A FREE COLOUR BROCHURE 


To: SILICA SHOP LTD, Dept BIGK 0185, 1-4 The Mews, Hatherley Road, 4 
Sidcup, Kent, DA14 4DX Telephone: 01-3091111 


LITERATURE REQUEST: 

□ Please send me your FREE colour brochures and 16 page price list on Atari Computers. 

□ I own a . Videogame □ I own a . Computer 


Mr/Mrs/Ms: 

Address: 


Initials: 


Surname. 


Postcode: 


ORDER REQUEST: 


Please send me: 


□ 1020 4 Colour Printer . 

.£99 


□ 

800XL 64K Computer 

. £169 

□ Letter Quality Printer . 

. £249 


□ 

800 48K Computer .. 

.£99 

□ Touch Tablet + Cartridge . 

.£49 


□ 

1010 Program Recorder.£34 

□ Trak Ball . 

. £19.95 


□ 

1050 127K Disk Drive 

. £199 

□ Super Controller . 

. £9.95 


□ 

1 enclose Cheque/P.O. 

payable to Silica Shop Limited for the following amount £. 



□ 

CREDIT CARD - Please debit my Access/Barclaycard/Visa/American Express/Diners Club 


| 


Card Number . 




a 


I 
































































































SUITABLE FOR THE 


INTERCEPTC 

COFTWAR 


INTERCEPTOR MICRO'S 

Lindon House, The Green, Tadley, Hants, England 
TEL: (07356) 71145/3711 TELEX: 849101 




INTERCEPTOR 

SOFTWARE 


fie ^VOallie 


iUZZLER 


BENEFITS ON JOINING INTERCEPTOR 
SOFTWARE CLUB 


NlfHTS 


1. Up to date information on new releases. 

2. Free posters $ other promotional aids. 

3. Special club member discount. 

4. Help club for Interceptor adventure players. 

5. Special offers on blank data cassettes 


FREE MEMBERSHIP 


SUITABLE FOR THE 

commodore 


VIC 20 


V rue nir 

i i! feer f I 1 


INTERCEPTOR 
' COFTWARE 


Please tick your Computer 

COMMODORE 64 
VIC 20 
SPECTRUM 
AMSTRAD 
□ M S X 


When you join Interceptor Micro's new software club 
you will receive free posters. We will also keep you up to 
date on all our new releases, and include a list of special 
offers on some of our latest games. Available only to 
members. 


NAME 


ADDRESS 


DON'T DELAY! POST TODAY 
Interceptor Software Lindon House, The Green, Tadley, Hants, England 





























































GAMES TOP 20 


/ /C / 
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1 

i 


2 

2 


3 

10 


4 

4 


5 

8 


6 

d 

□ 

7 

6 


8 

7 

Q 

9 

3 

□ 

10 

5 


11 

□ 

13 

12 

Cl 


13 

Cl 

Q 

14 

Cl 


15 

9 


16 

12 


18 


13 

19 

\m 


20 

20 



KEY IQ - NEW ENTRY Q = RE-ENTRY Q = BIG K RAVE 


DALEY THOMPSON'S DECATHLON (Ocean) 
FULL THROTTLE (MicroMega) 

MONTY MOLE (Gremlin Graphics) 
TORNADO LOW LEVEL (Vortex) 

BEACH HEAD (US Gold) 

AVALON (Hewson) 

MATCH POINT (Psion) 

LORDS OF MIDNIGHT (Beyond) 

SABRE WULF (Ultimate) 

JET SET WILLY (Software Projects) 
FOOTBALL MANAGER (Addictive) 
KOKOTINIWILF (Elite) 

SHERLOCK (Melbourne House) 

AMERICAN FOOTBALL (Argus Press) 
DECATHLON (Activision) 

RAPSCALLION (Bug-Byte) 

PSYTRON (Beyond) 

CHARTBUSTER (Alligata) 

JACK AND THE BEANSTALK (Thor) 


Spectrum/Commodore 64 

£7.90 

Spectrum 

£6.95 

Spectrum/Commodore 64 

£6.95/£7.95 

Spectrum 

£5.95 

Spectrum/Commodore 64 

£7.95/£9.95 

Spectrum 

£7.95 

Spectrum 

£7.95 

Spectrum 

£9.99 

Spectrum 

£9.95 

Spectrum 

£5.95 

Spectrum/Commodore 64/BBC 

£6.95/£7.95 

Spectrum/Commodore 64 

£5.95/£6.95 

Spectrum 

£14.95 

Spectrum 

£9.95 

Commodore 64 

£9.99 

Spectrum 

£6.95 

Spectrum 

£7.95 

Commodore 64/BBC 

£9.95 

Spectrum 

£5.95 


SPECTRUM TOP 20 I COMMODORE 




DALEY THOMPSON'S DECATHLON (Ocean) 
FULL THROTTLE (MicroMega) 

TORNADO LOW LEVEL (Vortex) 

AVALON (Hewson) 

MATCH POINT (Psion) 

LORDS OF MIDNIGHT (Beyond) 

SABRE WULF (Ultimate) 

JET SET WILLY (Software Projects) 

MONTY MOLE (Gremlin Graphics) 

BEACH HEAD (US Gold) 

SHERLOCK (Melbourne House) 

AMERICAN FOOTBALL (Argus Press) 
WORLD CUP FOOTBALL (Artie) 
RAPSCALLION (Bug-Byte) 

KOKOTINI WILF (Elite) 

FOOTBALL MANAGER (Addictive) 
PSYTRON (Beyond) 

JACK AND THE BEANSTALK (Thor) 
FIGHTER PILOT (Digital Integration) 
OLYMPICON (Mitech) 


£7.90 

£6.95 

£5.95 

£7.95 

£7.95 

£9.99 

£9.95 

£5.95 

£6.95 

£7.95 

£14.95 

£9.95 

£6.95 

£6.95 

£5.95 

£6.95 

£7.95 

£5.95 

£7.95 

£5.95 


1 DALEY THOMPSON'S DECATHLON (Ocean) 

2 BEACH HEAD (US Gold) 

3 MONTY MOLE (Gremlin Graphics) 

4 KOKOTINI WILF (Elite) 

5 DECATHLON (Activision) 

6 CHARTBUSTER (Alligata) 

7 FOOTBALL MANAGER (Addictive) 

8 SUMMER GAMES (Quicksilva) 

9 THE EVIL DEAD (Palace) 

10 PERCY THE POTTY PIGEON (Gremlin Graphics) 

11 MICRO-OLYMPICS (Database) 

12 B.C. BILL (Beau Jolly) 

13 PITFALL (Activision) 

14 STRIP POKER (US Gold) 

15 ARABIAN NIGHTS (Interceptor) 

16 CAVELON (Ocean) 

17 ASTRO CHASE (Statesoft) 

18 KENSINGTON (Websters) 

19 TRASHMAN (Quicksilva) 

20 ZAXXON (Centresoft) 


£7.90 

£9.95 

£7.95 

£6.95 

£9.99 

£9.95 

£7.95 

£14.95 

£6.99 

£7.95 

£5.95 

£5.50 

£9.99 

£9.95 

£7.00 

£7.90 

£8.95 

£12.95 

£7.95 

£9.95 
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beach. Which made Super Basketball a bit of a toughie to handle. 


SUPER BASKETBALL 


used to munch their way 
across the screens. And 
while one could make a 
plausible case for space 
games being a good, 
honest substitute for 
aimless violence, the 
sports games seemed to be 
only a substitute for 
aimless sports. Intellect¬ 
uals like myself come to 
arcades to escape just 
these sorts of useless 
activity. 

More of an obstacle was 
the fact that the games are 
often American, and thus 


HAVING BEEN a prize 
slouch at anything 
involving kit or, God forbid, 
outdoor physical activity, 
the new spate of sports- 
based arcade action made 
me feel distinctly uneasy. 
There was a troubling irony 
here . . . 

At first, games like Track 
St Field were like poor 
relations, with flat cartoon 
figures barely evolved from 
the little yellow blobs that 
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quite alien, which brought 
them, I suppose, back into 
the realm of the true 
arcade game. Ten Yard 
Fight (and who ever heard 
of a sport called Ten Yard 
Fight?) was the best of 
these, since its rules might 
as well have been those of 
a space battle, and the 
bizarre formation tackles a 
challenge to any 



Defender's wits. 

Here one was back in the 
abstract, where all that 
mattered was the split- 
second of galvanising 
r interplay between human 

| nerve and electronic pulse, 

i You can dress that up how 

» you will and call it a 

substitute for whatever 
r you like, the arcade termite 

i will devour it all. And so, in 

» time, I too became a digital 

decathlete. What does a 
digital decathlete do 
) . between Olympics? 

t He or she could try 

; Konami's Super Basketball, 

although he might feel a 
little out of place since the 
players in this simple but 
neatly transposed sports 


game are all female. 
Perhaps designed to 
counter such popular 
macho numbers as 
Nintendo's Punch Out, 
which this summer saw 
queues of bruising male 
players eager for a joystick 
bout. Super Basketball is a 
less aggressive, more 
nimble game. 

With three possible 
actions — dribble, pass or 
shot — the action is easier 
to get to grips with than 
Punch Out, but faster and 
more complicated in its 
possible plays, facilitated 
by a more realistic screen 
perspective. 

Unlike Track Ft Field or 
Ten Yard Fight, the speed 
of play barely lets up, and 
the game requires 
constant responses: 
tackles must be dodged by 
single dribbles, passes 
made to team players in 
the right positions, and 
shots taken as near the 
basket as possible all in all, 

I reckon it could make a 
sportswoman of me yet. 

TWO TIGERS 

PRIMITIVE in its 
conception, barbarian in its 
programming. Two Tigers 
nevertheless has the virtue 
of being supremely and 
deafeningly dumb. Its sole 
innovation is the dual 
control system, allowing 
two chumps to do battle 
with the even more limited 
intelligence at work behind 
the screen instead of the 
usual one. 

Selecting the 'dogfight' 
mode will enable you to 
engage your arch rival in 
the air even as you stand at 
his side. Already, the 
options begin to close in. 

Your fighter, so 
cheerfully scrambled at the 
drop of a coin, must defend 
a battleship of some 
nameless class that steams 
into view with all the 
drama of a plastic duck at a 
shooting gallery. Nor is 
your aircraft itself the 
Cinerama model to which 
so much was owed by so 
many. 


This particular conflict 
plays itself out against 
skies stained with 
screaming Stukas, yes, but 
sadly one's own machine is 
hard to spot among all the 
others buzzing like hornets 
around the screen. Luckily, 
the representation of this 
war theatre bears no 
relation to real life nor even 
the laws of gravity of 
aerodynamics. None of this 
matters much though, as 
the only reason for playing 


this game is the 
soundtrack. 

A composite reel of old 
war movie sound effects, 
complete with cries of 
'bombs away!' and even — 
inexplicably — a cavalry 
fanfare, this serves to 
conjure all the atmosphere 
the graphics lack. Its not 
unlike a 20p ride on a sort 
of aural dodgems. You'll 
probably find your arch 
rival has gone down 
laughing. 



Pics: DAVID CORR/ER 
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Discount 

Computer 

Software 


Registered No. 1795113 
Telephone: (0256) 51444 
16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 


AMAZING SOFTWARE BARGAINS BY MAIL, 100’s OF TITLES AVAILABLE! 
TELEPHONE ORDERS WELCOME. WRITE OR RING NOW FOR FULL DETAILS 




RRP 

Our Price 

Title 

Supplier 

Inc. VAT 

Inc. VAT 

SPECTRUM 




FOOTBALL MANAGER 

ADDICTIVE 

6.95 

6.00 

JUNGLE FEVER 

A&F 

6.90 

6.00 

KONG 

ANIROG 

5.95 

5.00 

MOON BUGGY 

ANIROG 

5.95 

5.00 

SLAP DAB 

ANIROG 

5.95 

5.00 

GALACTIC ABDUCTOR 

ANIROG 

5.95 

5.00 

GALAXIANS 

ARTIC 

4.95 

4.00 

MONKEY BIZNESS 

ARTIC 

6.95 

6.00 

BIRDS & BEES 

ARTIC 

6.95 

6.00 

PSYTRON 

BEYOND 

7.95 

7.00 

POOL 

C.D.S. 

5.95 

5.00 

STAGECOACH 

CREATIVE SPARKS 

6.95 

6.00 

BLACK KAWK 

CREATIVE SPARKS 

6.95 

6.00 

DELTA WING 

CREATIVE SPARKS 

6.95 

6.00 

TEST MATCH 

C.R.L. 

5.95 

5.00 

DERBY DAY 

C.R.L. 

5.95 

5.00 

HANDICAP GOLF 

C.R.L. 

5.95 

5.00 

THE WARLOCKS TREASURE 

C.R.L. 

5.95 

5.00 

OLYMPICS 

C.R.L. 

5.95 

5.00 

GRAND NATIONAL 

C.R.L. 

5.95 

5.00 

GLUG GLUG 

C.R.L. 

5.95 

5.00 

WAR OF THE WORLDS 

C.R.L. 

5.95 

5.00 

TERRAHAWKS 

C.R.L. 

5.95 

5.00 

L.S.D 

C.R.L. 

5.95 

5.00 

TRITZ 

C.R.L. 

5.95 

5.00 

FIGHTER PILOT 

DIGITAL 

7.95 

7.00 

NIGHT GUNNER 

DIGITAL 

6.95 

6.00 

SEA HARRIER ATTACK 

DURREL 

5.95 

5.00 

JUNGLE TROUBLE 

DURREL 

5.95 

5.00 

SCUBA DIVE 

DURREL 

5.95 

5.00 

MONTY MOLE 

GREMLIN GRAPHICS 

7.95 

7.00 

NIGHTFLIGHT II 

HEWSON 

7.95 

7.00 

3D SPACE WARS 

HEWSON 

5.95 

5.00 

HEATHROW 

HEWSON 

7.95 

7.00 

3D LUNATTACK 

HEWSON 

7.95 

7.00 

AVALON 

HEWSON 

7.95 

7.00 

THE ALCHEMIST 

IMAGINE 

5.50 

5.00 

FINAL MISSION 

INCENTIVE 

5.95 

5.00 

STOP THE EXPRESS 

HUDSON 

7.95 

7.00 

VALHALLA 

LEGEND 

14.95 

13.00 

PARAS 

LOTHLORIAN 

5.95 

5.00 

RED COATS 

LOTHLORIAN 

5.95 

5.00 

MUGSY 

MELBOURNE HOUSE 

6.95 

6.00 

THE HOBBITT 

MELBOURNE HOUSE 

14.95 

12.00 

ABERSOFT FOURTH 

MELBOURNE HOUSE 

14.95 

13.00 

HAMPSTEAD 

MELBOURNE HJOUSE 

9.95 

9.00 

SHERLOCK 

MELBOURNE HOUSE 

14.95 

14.00 

BRAXX BLUFF 

MICROMEGA 

6.95 

6.00 

KENTILLA 

MICROMEGA 

6.95 

6.00 

FULL THROTTLE 

MICROMEGA 

6.95 

6.00 

CODENAME MAT 

MICROMEGA 

6.95 

6.00 

HAUNTED HEDGES 

MICROMEGA 

6.95 

6.00 

TUTANKHAMUN 

MICROMANIA 

5.95 

5.00 

PENGY 

MICROMANIA 

5.95 

5.00 

LASERWARP 

MICRO-GEN 

6.95 

6.00 

AMERICAN FOOTBALL 

MIND GAMES 

9.99 

9.00 

TRASHMAN 

NEW GENERATION 

5.95 

5.00 

MR WIMPY 

OCEAN 

5.90 

5.00 

HUNCHBACK 

OCEAN 

6.90 

6.00 

ESKIMO EDDIE 

OCEAN 

5.90 

5.00 

CHINESE JUGGLER 

OCEAN 

6.90 

6.00 

DALEY THOMPSON’S DECATHLON OCEAN 

6.90 

6.00 

PAINT BOX 

PRINT’N’PLOTTER 

8.25 

8.00 

SCREEN MACHINE 

PRINT’N’PLOTTER 

8.25 

8.00 

SCRABBLE 

PSION 

15.99 

14.00 

FLIGHT SIMULATION 

PSION 

7.95 

7.00 

MATCH POINT 

PSION 

7.95 

7.00 

BATTLEZONE 

QUICKSILVA 

7.95 

7.00 

3D ANT ATTACK 

QUICKSILVA 

6.95 

6.00 

THE SNOWMAN 

QUICKSILVA 

6.95 

6.00 

INFERNO 

RICHARD SHEPHERD 

6.50 

6.00 

MANIC MINER 

SOFTWARE PROJECTS 

5.95 

5.00 

JET SET WILLY 

SOFTWARE PROJECTS 

5.95 

5.00 

JACK & THE BEANSTALK 

THOR 

5.95 

5.00 

ATIC ATTACK 

ULTIMATE 

5.50 

5.00 

SNOOKER 

VISIONS 

8.95 

8.00 

BLUE THUNDER 

R. WILCOX 

5.50 

5.00 


RRP Our Price 

Title Supplier Inc. VAT Inc. VAT 

COMMODORE 64 


GUMSHOE 

A&F 

7.95 

7.00 

BEAMRIDER 

ACTIVISION 

7.95 

7.00 

DECATHLON 

ACTIVISION 

9.99 

9.00 

H.E.R.O. 

ACTIVISION 

9.99 

9.00 

PITFALL 

ACTIVISION 

9.99 

9.00 

PITFALL II 

ACTIVISION 

9.99 

9.00 

ZENJI 

ACTIVISION 

9.99 

9.00 

BEACH HEAD 

ACESS 

9.95 

9.00 

FOOTBALL MANAGER 

ADDICTIVE 

7.95 

7.00 

ROCKET ROGER 

ALLIGATA 

7.95 

7.00 4 

CHARTBUSTER 

ALLIGATA 

9.95 

9.00 

GAS KIT 64 

ANIROG 

14.95 

14.00 

P C. FUZZ 

ANIROG 

7.95 

7.00 

KONG 64 

ANIROG 

7.95 

7.00 

SKRAMBLE 64 

ANIROG 

7.95 

7.00 

3D TIME TREK 

ANIROG 

5.95 

5.00 

FLIGHT PATH 737 

ANIROG 

7.95 

7.00 

CYBOTRON 

ANIROG 

7.95 

7.00 

ICE HUNTER 

ANIROG 

6.95 

6.00 

TWIN KINGDOM VALLEY 

BUG BYTE 

9.50 

9.00 

OMEGA RUN 

BUG BYTE 

7.95 

6.85 

DERBY DAY 

BUG BYTE 

7.95 

7.00 

STAR TRADER 

BUG BYTE 

7.95 

7.00 

WORLD CUP FOOTBALL 

ARTIC 

6.95 

6.00 

STRIP POKER 

U.S. GOLD 

9.95 

9.00 

ANKH 

BEYOND 

8.95 

8.00 

AZTEC 

BEYOND 

8.95 

8.00 

MR. ROBOT 

BEYOND 

8.95 

8.00 

JAVA JIM 

CREATIVE SPARKS 

795 

8.00 

CRICKET 

C.R.L. 

7.95 

7.00 

GLUG GLUG 

CREATIVE SPARKS 

7.95 

7.00 

HANDICAP GOLF 

CREATIVE SPARKS 

7.95 

7.00 

HAVOC 

DYNAVISION 

9.95 

9.00 

HARRIER ATTACK 

DURREL 

6.95 

6.00 

SCUBA DIVE 

DURREL 

6.95 

6.00 

KOKOTONI WILF 

ELITE 

7.95 

7.00 

PERCY THE POTTY PIGEON 

GREMLIN GRAPHICS 

7.95 

7.00 

TROLLIE WHALLIE 

INTERCEPTOR 

6.95 

6.00 

BURGER TIME 

INTERCEPTOR 

7.00 

6.00 

CHINA MINER 

INTERCEPTOR 

7.00 

6.00 

ARABIAN NIGHTS 

INTERCEPTOR 

7.00 

6.00 

REV. OF MUTANT CAMELS 

LLAMASOFT 

7.50 

7.00 

HELLGATE 

LLAMASOFT 

5.00 

4.00 

ANCIPITAL 

LLAMASOFT 

7.50 

7.00 

SHEEP IN SPACE 

LLAMASOFT 

7.50 

7.00 

THE HOBBITT 

MELBOURNE HOUSE 

14.95 

12.00 

ZIMSALABIM 

MELBOURNE HOUSE 

14.95 

12.00 

HIGHNOON 

OCEAN 

7.95 

7.00 

HUNCHBACK 

OCEAN 

6.90 

6.00 

STUNTBIKE 

OCEAN 

6.90 

6.00 

ROOMLORD 

PARAMOUNT 

6.95 

6.00 

ANT ATTACK 

QUICKSILVA 

6.99 

6.00 

MAGIC MICRO MISSION 

QUICKSILVA 

7.95 

7.00 

SEE SAW 

QUICKSILVA 

7.95 

7.00 

STRONTIUM DOG 

QUICKSILVA 

7.95 

7.00 

SUMMER GAMES 

QUICKSILVA 

14.95 

14.00 

TRAFFIC 

QUICKSILVA 

7.95 

7.00 

POTTIT 

ROMIK 

6.99 

6.00 

MANIC MINDER 

SOFTWARE PROJECTS 

7.95 

7.00 

ZAXXON 

SYNSOFT 

9.00 

8.00 

ARCHIPELAGO 

TALENT 

7.95 

7.00 

KALAH 

TALENT 

7.95 

7.00 

WEST 

TALENT 

9.95 

9.00 

LAZY JONES 

TERMINAL 

7.95 

7.00 

JACK & THE BEANSTALK 

THOR 

5.95 

5.00 

DISCOUNT HARDWARE INC. V.A.T. 

SPEC48K 



119.00 

SPECQL 



370.00 

COMMODORE 64 



195.95 

VIC 20 STARTER PACK 


98.00 

CASSETTE DECK 



29.95 

QUICKSHOTTII 



9.95 


TO: DISCOUNT COMPUTER SOFTWARE. PLEASE ACCEPT MY ORDER FOR 
THE FOLLOWING PROGRAMS/SPECIAL OFFERS (STATE MACHINE) 

1 .. 

2 . 

3 . 

4 . 

5. .,. 

Make cheques payable to Discount Computer Software. 

Cheque No .For£ .enclosed 

Please debit my 

Access No.Signed. 


16 Coates Close, Brighton Hill, 
Basingstoke RG22 4EE 

PLEASE STATE MACHINE 

Name . 

Address. 


ALL SOFTWARE & JOYSTICKS P & P FREE — HARDWARE £4.00 PER ITEM 


BK2 


1 


j 






















































A character you can really control, reacting realistically 
) every twist of the joystick, as he jinks and leaps in and out 
— 7 of his 3D background. r -.-.. 


Quantity 


Please send mePsi Warrior (Commodore 64 £9.95) 


Order Hotline0858 34567. 
EnquiriesOl -837 2899. 


I enclose a Postal Order/Cheque payable to Beyond, or charge my credit card 

Card Number_ 

Access/Visa (Delete as necessary) 

Name_ I 


Address 


_PostCode_ 

Please rush me detai ls of 
the Beyond Club! [~~H 


Beyond Competition House, Famdon Road, Market Harborough, 
Leicestershire LE19 9NR k 1 85 


CHALLENGING SOFTWARE 


They have manipulated 
man for tens of 
thousands of years. 

Only now have we 
discovered it... 


now are we 


now are we in 





































































10 DATA1,6,6,6,8,9,8,3,6,4,1,4 
20 F0RF=1T012:READZ:NEXTF 
50 GOSUB5000 
70 GOSUB2000 
80 P0KE618,10 
30 MI=200 

35 DF = 150 :DM=0 :H=5 :LG=0 : T=0 : A=0 :«=0 
100 REM **** INITIAL. 

105 GOSUB1000 

110 X=28:T-19:X1=X :Y1-Y 

120 FLOOD-27 

130 C=0:D-0 

180 Q0TO500 

193 RED **** BUILD **** 

200 K“K+l:SHOQT 

210 IFK=1THENPL0T31,19, "e " 

211 IFK=2TMENPL0T32,13,"f" 

212 IFK=3THENPL0T33,13,"g" 

213 IFK=4THENPLOT34,13,"h" 

2H IFK-5TMENPL0T31,18, " i " 

215 IFK=6THENPL0T32,18,"j" 

216 IFK=7TMENPL0T33,18,"k" 

217 1FK=8THENPL0T34,18," l" :GOTO230 
220 A=0:RETURN 

230 RESTORE:F0RN=1T012:READP:HUSIC3,4,P 
, 10:nUS!C2,2,P, 10 

231 HUSIC1,1,P,9:PLBT7,0,5,1000 

232 WAIT20 :PLAY7, 0,4, 1000 :UIAIT5 


233 NEXTN : WAIT 100 :PLAY0,0,0,0 
235 GOSUB3000 :UflIT100 

240 PLOT11,3, CHR$C63i-CHR$C103 + "UELL DON 
E" 

241 PLOT 11,4,CMR$C13+CHRSC103 +"WELL DON 
E" 

242 UG=LG+100 

243 DF=DF-20:DA=DA+.02:T=0:A = 0:K=0 

245 PL0T3,7,CMR$C123+"STAND BT FOR ANOT 
HER SCREEN" :UPIT300 :GOTO100 
293 RED **** STRUCK **** 

300 ZAP :PLPT0,0,0,0 :F0RZ=13T0N:PLOTLl,Z 
," " : NEXTZ 

310 (1=11-1 :PLOT15+[1,3," " : IFn=0THEN610 
315 X=28 : C=0:D = 0 
320 QOTO550 

433 REfl ***** LOOP ***** 

500 REPEAT:T=f+l 

510 PLOT*,T,CHR$ C112+D 3 

515 1FX=6PNDC=0TMENP1NG:C=1 

517 IFX=28ANDC=1THENC=0:LG=LG+1 :PL0T7,9 
,STR$ C LG 3 :p=A+l 

518 1FRNDC13>.05+DATHEN550 
520 LI=INTCRNDC13*111+12 

530 F0RN-13T013 : IFSCRNCLI,N3 O32TMEN300 
540 PLOTLI,N, "s" :PL AY0,0,0,0:NEXTN = FORN 
= 13T013 :PLOTLI,N," "=NEXTN 
550 P=PEEK C5203 


551 IFP=172PNDX>6THENX=X-1:D=0 
553 IFP=188PNDX<28THENX=Xtl:D=1 
570 PLOTX1,T1," ":X1=X:T1=T 
580 IFT=DFTMENFLOOD=FLOOD-1 :PLOT0,FLOOD 
,20:T=0 

530 I FA = 1THENGOSUB200 
600 UNTILFLOOD=20 

610 EXPLODE :PL0T13,3, CHR$C 143 + "GA(1E OUE 
R" 

620 PLOT 13,4,CHR$C143+"GAnE OUER" 

630 IFLG>HITHENMI=LG:PLOT10,6,"A NEW HI 
GH SCORES" 

640 PLOT10,8,"ANOTHER GAME CT/N3?" 

650 REPEAT :GET£$ :UNTILA$="Y"ORA$ = "N" 

660 IFA$="Y"THEN35 

670 IFA$="N"THENPOKE618,3:ZAP:END 

1000 RED **** SCREEN ***** 

1010 PAPER0 : INK7 :CLS 

1020 PLOT0,3,17 :FORF=20TO26 :PLOT0,F,18 = 
NEXTF 

1030 PLOT 11,12,7 -PL0T23,12,0’CLOUD 
1040 FORF=17TO18:PLOT0,F,2:PLOT5,F,7:NE 
XTF :PLOT0, 13,5 :PL0T5, 13,7' WOOD 
1050 PLOT 1, 17, "abab" :PLOTl, 18, r abab":PL 
OT1,13,"cdcd" 

1055 PL0T23,18,1 

1060 PL0T23,13,CHR*C33'+"r" 

1080 PL0T12,12, "mnnnnnnnnno" 


i 

























1090 PLOT 1 1 ,11, CHR$C73+"abababababb " 

1100 PL0T2,9, "LOGS=" :PL0T25,9,"HISCORE= 

1105 PL0T33, 9,STRSCHI3 

1110 FORN=l TOn :PLOTM + N, 9, "p " :NEXTN 

1130 RETURN 

2000 REH **** GRAPH ICS XX*X 

2010 F0RN=1T026:READZ:G=46080+C8*2] 

2020 FORF=0TO7 :READD :POKEGi-F, D 
2030 NEXTF,N 

2050 DATA97, 0,6, 15,15,31,63,61,30 
2060 DATA98,16,56,60,62,54,47,62,60 
2070 DATA99, 15,5,3, 1 , 1 , 1,3,63 
2080 DATA100,52,40,48,32,32,32,48,63 
2090 DATA101,16,31,8, 15,4,3, 1,0 
2095 DATA102,33,63,8,63,33,63,2,63 
2100 DATA 103,2,63,16,63,2,63,4,63 
2110 DATA104,3,63,18,62, 12,56,8,48 
2115 DATA105,0,0,0,0,32,48,56,63 
2120 PATA106,0,0,15,31,16,21,20,63 
2130 DATA107,0,0,62,63,1,21, 1,63 
2140 DATA108,0,0,0,0,0, 1,3, 63 
2150 DATA109,63,62,29, 29, 11, 15,3,1 
2160 PATA110,63, 63,59,59,55,46,63,51 
2170 DATA111,63,61,61,43,46,30,60,48 
2180 DATA112,24,38,44,60,46,46,46,46 
2190 DATA113,6,14,13,15,29,29,29,29 
2200 DATA114,63,41,57,41,57,41,57,41 


2210 DATA115,4, 8 ,20,34,34, 6 ,5,9 
2220 DATA116,48,16,16,25,14,14,10,10 
2230 DATA117,0,0,52,30,15,15,9,9 
2240 DATA118,0,4,12,4,6,14,14,29 
2250 DATA119,0,24,9,15,15,17,9,2 
2260 DATA 120,0,0, 12,4,8,16,18,12 
2270 DATA121,12,12,31,63,47,31,15,9 
2280 DATA 122, 14,1,13,18,12,30,30,18 
2300 RETURN 

3000 REN XXXX ANINALS XXX* 

3005 PLOT34,19," ":PiNG 

3010 F0RN=1T07 :F0R2=37T034STEP-1 

3020 PLOT?,19,CHR$C115+ND 

3030 PLAT0,0,0,0 :UAIT20 

3040 PLOTZ,19, " " : NEXT? 

3050 UA1T20:NEXTN 

3060 UA1T50:PL0T34, 19, ”h" :SHOOT 

3070 RETURN 

5000 REH XX* INSTRUCTIONS XXX 
5010 PAPER0 : INK 6 :L'LS 
5020 F0RF=1T07:PRINT:NEXTF 
5030 PLOT 10,3, C.HR$ C103 +CHR$ C13+"Noahs A 
r k " 

5040 PLOT10,4,CHR*C103+CHR*C33+"Noahs A 
rk" 

5050 PRINT :PRINT"The urath of God is up 
on you 2 ” 

5060 PRINT"Tou as Noah,must run to the 


uoo d , " 

5070 PR 1 NT'' 9 at h e r I09S and return to yo 
ur yard 1 ' 

5080 PRINT"uhere you can bu i Id your ark 

5090 PRINT : PR I NT"Un for tun ately your tas 
i< i s made more" 

5100 PRINT"difficuIt by random flashes 
0 f " 

5110 PR I NT"li 9 htnin 9 ,uhich God in his f 
renzy" 

5120 PRlNT"hur Is down i ndiscriminately2 

5130 PR I NT " To u have f i oe li<jes-lost eac 
h t i me " 

5140 PRINT"you are struck by lightnin9. 

5150 PRINT : PRlNT"Each time you complete 
a screen" 

5160 PRINT"the storm 9 ets heauier-uith 
all that" 

5170 PRlNT"entai Is 2 2' 

5175 PRINT :PRlNT"Use Left and right cur 
s 0 r keys." 

5180 PLOT1,25,"Press any key to start.G 

o o d Lu c k 2 " 

5190 GETA$ :PING :RETURN 

22115 DAT A105,0,51 , 18., 18, 18,51,2,62 

89 


j by Christopher Hardy 


It ain't easy being the one righteous man in a sinful 
world. And now the wrath of Jehovah descends on 
the good and the evil alike. The only hope is to build 
a great ark. To do this, Noah has to make frequent 
trips to the wood to collect huge amounts of timber. 
Only trouble is that The Lord isn't being particularly 
supportive towards the project, and keeps on 
p sending down his thunderbolts, seemingly at 
random, although His ways are mysterious and 
s's doubtless some ** JS ^ S 

jet a chance 
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NOWfor SPECTRUM 48K 


Price 

£6.95 


* 


SOFTWARE STAR is the NEW 
game from Kevin Toms, who 
designed the Software Classic - 
FOOTBALL MANAGER. 
SOFTWARE STAR allows you to 
try your hand at running a 
successful software company. You 
have to cope with staff problems, 


game launches, advertising, 
financial problems and more while 
trying to produce chart 
topping successful games. 

One other thing, SOFTWARE 
STAR has that gripping 
Addictive quality that all 
Kevin’s games have! 
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Action from the Came 

STRATEGY GAME OF THE 

golden Joystick award 


TOMS 


“Absorbing and realistic - Highly recommended” - Sunday Times, February 1984 
“Completely fantastic - I want one!” - Charlie Nicholas, Arsenalsriker in Big K, April 1984 


Some outstanding features of the game 

Transfer market • Promotion and releaati 


• Transfer market • Promotion and relegation 
• F.A. Cup matches • Injury problems • Full league tables 
• Four Divisions • Pick your own team for each match 
• As many seasons as you like • Managerial rating 
• 7 skill levels • Save game facility • Financial manipulations 
• You can even be sacked! 


NEED WE SAY MORE 




FOOTBALL MANAGER 

is available for the following 
computers:- 

AMSTRAD CPC 464. 

. £7.95 

COMMODORE 64. 

. £7.95 

SPECTRUM 48K. 

. £6.95 

ELECTRON. 

. £7.95 

BBC MODEL B. 

. £7.95 

ORIC48K& ATMOS. 

. £7.95 

DRAGON. 

...£5.95 

ZX81 16K... 

. £5.95 

VIC 20+16K. 

(soon for MSX) 

. £5.95 


Available from 4^^ WHSMITH& and 


| (selected titles) 


In case of difficulty buy by mail order. 

Send Cheques/P.O.s to:— 

ADDICTIVE GAMES 

7a Richmond Hill, Bournemouth, Dorset BH2 6HE. 



















































The Fourth Protocot is best-selling thriller-writer FREDDY 
FORSYTH'S newest inter-smash hit. Now his devious and 
r tense world of spies, counter-spies and briefcase-sized 
portable nuclear weapons has gone all pixelloid. NICKY 
XKLUNA reports ... 


THE AMERICAN market has 
convinced us that interactive 
fiction is where it's at' 
explained Jim Cochrane — 
unlikely syntax indeed from 
Frederick Forsyth's very 
English and distinguished- 
looking editor. 

The essential element of 
any computer game is an 
idea. Hutchinsons (the 
publisher) had used lateral 
thinking — and got one. They 
decided to create software 
from their existing titles. Of 
their many fiction authors, 
F.F. was the most obvious 
choice,' explained Jim. Not 
only that, but the reclusive 
svengali of suspense was 
'willing to tolerate the idea. 
He saw it as a new medium 
for his work. So we went 
ahead.' Does this mean that 
'F.F.' is computerphile? 'No.' 
Says Jim. But his children 
are, so he may well soon be.' 

'We wanted a game whose 
calibre would match that of 
the book,' added 
Hutchinsons MD Doug Fox. 
'It must appeal to all ages, 
and require logical thinking 
rather than jargon. We didn't 
want it to come with a wad of 
literature, so it must also be 
immediately accessible.' 

Hutchinsons have big plans 
for The Fourth Protocol. It will 
be out on disc for the 
Commodore and Macintosh 
with the American market in 
mind. For those alien to 
British idiosyncrasy, there'll 
be a glossary so that they can 
look up oddities like 'The 
SAS' as they come to them. 

Doug Fox has no doubts 
about the popularity of a 
game based on a Forsyth 
novel. 'Our first priority was 
to find one person who could 
oversee the design.' In fact he 
found two. 

John Lambshead and 
Gordon Patterson are 
daytime marine biologists. 
They met eight 
when taken into / ^#»e same 
batch of recruits; John was 
Gamer , and 
Gordon a collector of 
miniature soldiers. After 
discovering their mutual 

111.Illilll lilt' I lil:li:llil:ll:li^lli 


interest, they designed 
several board and role- 
playing games together. Their 
first electronic product was 
Legend from Century. The 
Fourth Protocol was started in 
September, the first draft just 
having been given FF's 
approval. 

But how did they even 
begin to translate FF's great 
50 page tome into a game? 
'We didn't want simply to 
translate the book into a 
game. If we'd stuck entirely 
to FF's story, there'd have 
been no surprises. We've 
created the same basic plot 
and atmosphere, but 
situations will be different.' 

How was it structured? 

Basically, long periods of 
intellectual activity 

interspersed with short 
periods of violence! We've 
divided the game into three 
parts — and three loads. 
Roughly 'Hunt the Traitor,' 
'Find the Bomb', and 'Arcade 
Action'. The first section sees 
John Preston, of the Civil 
Service, trying to find a top 
level leak.' 

The John Preston in the 
novel is a bit of an anti-hero. 
Dowdy and depressed, he's a 
meritocrat rather than a 
member of the Magic Circle. 
Did they intend to convey this 
in the game? 

Oh yes. We've tried to 
emulate the claustrophobic 
world of M15 as much as 
possible. Your quest will be 
impeded by your superiors 
and there's a 'prestige meter' 


to assess how much weight 
you're pulling. John will have 
certain unavoidable tasks 
which will accumulate on a 
stacking system — so...no 
shirking! You'll have sixty 
days to find the leak (each 
day equals two minutes in 
real time). Again, the book 
won't help you, as we've 
decided on a random mole. 

'You'll be able to use the 
computer — er...as a 
computer. That is, M15's 
Central Intelligence 

computer. You can also store 
files and make telephone 
calls.' 

The next load, or 'Find the 
Bomb' is a special game. You 
move from screen to screen 
looking for bomb 
components and picking up 
clues. The parallel book 
section [again, reading it 
won't help] starts with 


Preston being given a 
horizontal 'promotion' to a 
less effectual position in 
Ports and Aeroports. 
Meanwhile, Petrofsky, 
number one Russian 'illegal', 
is assembling an A-Bomb, the 
composite parts of which are 
being smuggled in by 
assorted courriers. You have 


the use of Intelligence 
services including the 
Watchers [surveillance 
artists]. Petrofsky [known to 
the service as Chummy'] is 
able to communicate 
clandestinely with Mother 
Russia using a series of 'one 
time pads'. 

Our team have used FF's 
detail to their advantage. 
Every soft copy of The Fourth 
Protocol will have a code¬ 
breaker matrix. This will be 
engineered so that it is 
virtually impossible to 
photocopy. We'll be making 
life harder for pirates', 
explains John. 

By the time you've made it 
to the final section, you'll 
have located Chummy with 
the bomb. Section two will 
have given you the codes you 
need to diffuse it. But. The 
bomb is guarded by kamikaze 
Russians, and you're working 
against the clock. Using the 
SAS Regiment, you must 
storm the bastion. Then 
you're in for some full- 
blooded arcade action. It 
seems that every genre has 
been plundered in order to 
make The Interactive Fourth 
Protocol! 

Actually, our biggest 
problem has been trying to 
avoid having a D notice 
slapped on the game as soon 
as it comes out! Both of us 
have ended thinking like 
Intelligence operatives and 
have come across certain 
information that we just can't 
use — like the real location of 
Intelligence Headquarters. 
Tnere are some real 
characters entwined in the 
fiction — so we have to be 
careful. 

After all, we are Civil 
Servants', says John. And 
we don't want to end up 
the Falklands'! 
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[COACH 

Pesky buzzards! As if it ain't bad enough 
coping with a wrecked stagecoach, this here 
winged varmint's hangin' around lookin' to 
dine on cowboy meat. If they'd only build 
those coaches like they used to, but no sirree, 
the Deadwood Stage is a rolling around every 
which way. So catch them wheels, says the 
trail boss, but don't let them run you over, and 
above all watch that buzzard. 

Controls: 

Use joystick to move right and left. Fire button 
to jump when moving. 


| 8 PRINT !! UaSETTIN<3 GRAPHICS" 

1 1 P0KE52,56 •• P0KE56,56 : CLR : 0=8 
2 P*KE563348 : POKE 1,35 „ _ 

I 3 FOR2-0TO4095:POKE12288 +2,PEEK <53248 +£? 
I NEXTZ 

( 4 P0KE1,39:P0KE56334,1 
1 7 R.EADA : IFA=-1THEN9 
1 8 POKE14336+0,A 0=0+1:GOTO? 

1 5 F0RN=14508TO14608 POKEN,0 NEXT 


18 F0RN=12283TO12350 
28 F0RN=12352T012414 
39 F0RN=12416T0124?8 
48 FORN*12488TO12542 


READA 

READA 

READA 

READA 


POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 


NEXT 

NEXT 

NEXT 

NEXT 


50 F0RN=12544 T012606 
68 F0RN=1268SJ012670 
78 FORN*12672TO12734 
88 F0RN=12736TO12798 
98 FORN*123087012862 
188 F0RN=12864TO12926 
118 F0RN=12928TO12990 
128 FORN*12992TO13054 
130 FORN*13856TO13118 
148 FORN*13128TO13182 
158 FORN*13184TO13246 
168 FORN*13243TO13318 
178 FORN*13312TO13374 


READA 

READA 

READA 

READA 

READA 

READA 

READA 

READA 

READA 

READA 

READA 

READA 

READA 


: POKEN,A 
•■POKEN, A 
•POKEN,A 
: POKEN,A 
:POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 
POKEN,A 


NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

NEXT 

■NEXT 

NEXT 


130 FORN*13376TO13433:READA:POKEN A:NEXT 
190 FORN*13448TO13502:READA POKEN,A NEXT 
288 FORN*13584TO13566:READA:POKEN,A:NEXT 
218 FORN*13563TO13630:READA:POKEN,A:NEXT 

211 print' unan" 

212 PRINT"* 

CB" 

213 PRINT" 

CBCDDB" 

_4 PRINT" 

DDSBBBB" . 

215 PRINT” A rtA^D 

GBDSDDDE" 

216 PRINT" C€B CGDDDD 

€DD€DDDGBA" 

217 PR IN T"□AAACGGBACBACGDDDGBCBACBCD8DDi ! 
DDDDDD€€€DD" 

218 PPIN T "□!'DDDDDDD€DDDDDDDDDDDDDDDDDDDD 
DDDDDDDDDDD" 

219 PR INT"G€G€G€G€G€G$G€G€G€G€G£G€G€G€ 

G 2 G € G € G € G € G € ” 

221 PRINT"OG€G€G€G€G€G€G€G€G€G€G€G€G€G€^ 
€ G '2 G € G.€ G € G € 11 

*22 PRI-NT"aG€GSG€G€G€G«GSG«G€G€G€G€G€G€G 
€G€G€G€G€G€" 

229 PRINT ! 'OG€G€ G € 6€G€GGG€G€G€GSG€G€G€0£0 
€G€G€G€GSG€" 

224 PRINT"D3€G€G€G0G€GGG€G€G€GGG€G€Q0G€G 
€G€G€G€G<2G€" 

225 PRINT 11 QG€G€G€G€G‘2G€GGG€G£G€GSG€G€'j0 
€G€G€G€G€G€” 

22A PR INT !1 QG€G€G€G€GSG€G€G€G€G€G2G€G€G€G 
€GSG€G€G€G€" 

232 PRIN T "□EFEFEFEFEFEFEFEFEFEFEFEFEFEFE 
FEFEFEFEFEF" 

248 DD=0:CLR:PRINT !i g ii 

256 P0KE53272 31:POKE53280,0:P0KE532S1,3 

257 P0KE2848,287 

258 y=53248 POKEV+21,15:X=25:0=158:H=148 
:L=255 : M=255:P=8 

279 1=192:MH=194:Sw=196:W=193:B*288 8=28 
2 : CF=283 : CB=285 •• RC=207 : LC=209 
268 RX=INT(X/256) =LX=X-RX*256:POKEV+23,8 
•• POKE V+29,8 

278 POKEV+30.8:IFPEEK(V+38)=5THEN848 
288 POKEV+38,8:IFPEEK<V+30)=3THEN348 
299 POKEV X : POKEV + i , 158 : POKEV+28,1 •• POKEv 
+39.1 POKEV+38,8:POKEV+3?,4 
3.98 POKEV+2 , C : POKEV +3, H : P0KE2841, B : POKEv 
+48.8 

310 POKEV+4.L:POKEV+5,154 POKE2042,H:POK 
EV+41,7 

328 POKEV+6,255 POKEV+7,158:P0KE2843,21a 
POKEV+42,5 

338 IFPEEK(56328)=123THENX=X-3:POKE204*, 
LC 

348 IFPEEK(56328)=119THENX=X+3:P0KE2848 

RC 

358 IFPEEK(56328)=183THEN588 

366 IFPEEK(V+38)=9THENX=25:P=P+1 PRINT" 

378 IFX>255THENX=255 


STAGECOACH for CBM 64 













































380 IFP=4THEN2800 

390 L=L-3• I”LC25THENL=255 

400 IFXC25THENX=25 

410 LOLC + 1: IFLC>218THENLC=209 

428 RC=RC+1 I FRO208 THENRC=207 

438 W*W+i:IFW>199THENW=198 

440 B=B + 1 IFB:>201THENB=200 

458 POKEV+30,9: IFPEEK<V+30)=5THENS40 

460 POKEv+30 8 IFPEEK<V+30)*3THEN848 

4?0 C=C+3: IFC0255THENC=25 

480 H=H-3■IFH : 110THENH=140 

490 GOT0260 

506 ¥=150 

516 F0RK=9T012 

526 POKEv + 39.0:1FPEEK<V+30>=5THEN848 
5 36 POKEV+38 0 IFPEEK <V +30)=3THEN840 
548 POKEV • POKEv + 1 . V:POKEV+4,L POKEV+2 
C POKEV+3 , H 

558 POKE204S,P C•POKE2041,B:POKE2042,w 

560 RC=RC + 1 !FRO208THENRC=207 

5-70 w=w + l • IF*.. 199THENW=198 

586 B=B + 1•IFB:281THENB=200 

590 L=L-3:IFL :25THENL=255 

680 V-V-2 

610 X=X+2=IFX>255THENX=255 

628 H=H-3 • IF.H<118THENH= 140 

636 C=C+3:IF::255THENC=25 

640 POKEV + 30,0 IFPEEK<V +30>=5 THEN848 

658 POKEV+30,8;IFPEEK(V+30)=3THEN840 

668 NEKTK 

670 FORK=0TO12 

680 POKEV X ■ PCKEV + i,V : POKEV +4,L;POKEV +2. 
C • POKEV+3.H 


3830 POKEV-12 . IP:POKEV + 13.IC:POKEV+14,25 
5 POKEV + 15:58• 

3096 IFPEEK 56328 ) = 126THEN¥= ¥-5 : P0KE2848 
• 

3108 IFPEEr 56328) = 125THEN¥= V +5 : P0KE2846 

;CF 

3116 IFPEEK<56326)=123THENX=X-5:P0KE2848 

3128 IFPEEK•56320)*119THENX*X +5:POKE2840 
IR 

3136 POKEV+38,8 •' IFPEEK < V+30)**3THEN6000 
3140 POKEv +36,0.IFPEEK(V+30)=5THEN6808 

3159 POKEV+38,8:IFPEEK(V+30)=9THEN60B0 

3160 POKEV+38 01FPEEK(V+38)=17THEN6800 
3178 POKEV-38 8:IFPEEK<V+30)*33THEN6000 
3:30 POKEV+38, 8 IFPEEK (V +38 )= 129THEN7880 
3196 1=1+1 IP I; 193THEN1 = 192 

3288 CF=CF +1 IFCF>204THENCF=283 
3216 CB=CB+1'IFCB>206THENCB=205 
3228 3R=CR+1 IFCR>208THENCR=267 
3236 CL-CLIFCLO216THEN.CL=289 
3246 IFX <25 THENK=25 

3250 I FXI>255 THENX = 255 
3268 IFV<50THEN¥=58 
3276 IF ¥>230THEN¥=238 

3289 IX=IX-3 IFI><25THEN IX=159 
3296 IP=IP-3 IF IP<150THEN IP=255 
4890 GOT03858 

6606 3=54272 . K=@:POKES+24,15 

6018 FORN=108TO188TEP-5:POKES+4,8:POKES + 

5 48 : POKES + 13 6 

6828 POKES+4 17 : POKES+1, N : POKES+ 13 33 : PO 
KES+15,N+10 NEXT 


638 

786 

716 

726 

730 


POKE2848, PC POKE2041,B P0KE2842,M 
POKEV+36.@ : IFPEEKCV+30)=5THEN840 
POKEV+38 0 : IFPEEK(V+30)=3THEN848 
RC=RC + 1: IFRC>288THENRC=287 


IFi4> 199THENW=198 


6038 K=K + 1 : IFK > 4THEN9088 
6846 GO706818 

7080 CLP: : V-53248 POKEV +21,3: POKEv +28,8 : P 
OKEV+39■0:POKEV+48,9 

7005 F0RN=87015 POKEV +N , 0: NEX T:POKEV+23 


4,9,74,82,19,42,138,4.17,4.3.224,248 
28268 DATA8 8 6 0,0.0.0.0.0.0.254.0.3,17 M 
128,4,16,64 4,16,64,8,16,32,8,16,32,15 I 
26278 PATA255,224,8,16,32.8,16.32,4,16,6 1 

4 4 ,16,64,3 17,128,8.254.0,8,8,8,0 
26230 DATA©,8,0,0,0=0.0.0,8.0,0 

20300 PATA0.8,0,0,6,8.8.8.0,8,254,8,3,1 §§ 

128 5,1,64,4,138,64,8,68,32,8,48,32,8 
28318 PATA16,32,8,48,32,8,<68,32,4,130,64 f 
.5,1,64,3,1,128 0 =254.0,8.8,0,8 
28320 PATAS 8006,0,0,0,0,0,0 
28346 PATA6,0,8 0,8,6,0,8,8,6,0,8,8,248, » 

8 63,255,224 255,39,248,255,255,252 
20358 PATA253,141,252,224,112,28,64,136, §§ 

8 1,4,0,2,2,0 2,2,8,10.138,128,18,82,64 I 
28368 PATA6,0-8,8,8,8,0,8,0,0,0.6,8,0,8 S 
28388 PATA6,8 8,112,8.112,248,6,248,252, If 
1 248 254,251 248,255.255,248.287,39* §§ 

28390 PATA152 143 255,136,1,140,0,0,112, J§ 
0 0 136,8,1,4 0,2,2,8,2.2,0,10,138 
28408 PATA128,18.82,64.0,0,0.0.0.0,0.0.8 « 
0,0,0,0,8,8 

28428 PATA8,15,224,8.53,96,1,255,248,1,8 f| 

5 84 ..7 191,234,5,84,182,6,180 

20430 PATA178 5,34,182,254 188,178,178 9 S 
5 245,35,191,107 45.95,117,26,191,235,21 9 
28446 PATA95,214,16,176,172,7,255,248,1, 1 

33,32, 0 ,192 192 0,0,8,0.0,0.6.0.0 
20468 PATA8 8 0.8,63,0, 8 .255.192.2.178 1 « 
68,63,255,255,3 119 112,8,213,192,0,63,8 ff 
20478 PATA8,42,8 8,106.64,1,37,64,1,42,8 M 
.1,63,0,0,35 8,8,35,0,6.35,8,8,32,8 
28430 PATA8 48,8,8,48,8.0,8,0,8,8,8 
28586 PATA0,0 8 0,63.0,0.255,192,2,173,1 M 
68,63 255,255,3,119,112,0,213,192,8,63,8 f§ 
28510 PATA8,42,8,8,106.0,0.82,16,8,42,16 M 
0 63,8,@ 58 8,0,58,8,0,58,8,8,56,8,8 3 W 
8 ■ 


740 B=B+1:IFB>281THENB=200 
756 L=L-3:IFL<25THENL=255 
768 ¥=¥+2 

778 X=X+2 • IFX>255THENX=255 

736 H=H-3:IFH<118THENH«140 

799 C=C+3:IFC>255THENC=25 

380 POKEV+38,8:IFPEEK<V+30)*5THEN840 

818 POKEV +30.9 IFPEEK <V+30)=3THEN848 

826 NEXTK 

330 GOT0260 

348 POKE2040,211 K=0:POKEV+28,0:POKEV+39 

,8 

845 PP=PP +1 17pp=3 THEN9080 
358 8=54272 
360 POKES+24 15 
370 F0RN=8TCiSSTEP+5 

388 POKES+4 8 POKES+4,17 POKES+11,8:POKE 

5 +11,33 : POKES +18 .. 0 : POKES +13,65 

390 POKES+16,255 POKES+17,18:POKES+19,9 
POKES+28,8 

980 POKES +8 ,. N POKES+ 1 . N + 10 : POKES + 15 , N + 15 

910 NEXTN 

928 FORJ=0TO280 NEXT 

930 K=K+i 

940 IFK=4THEN960 

958 GOT0370 

966 FORN-200TO6STEP-5 

976 P0KE54273 N POKE54280.N:P0KE542S7 . N 
930 NEXTN 
998 M=206 

1000 IFX<CTHEhFORN=CTOXSTEP-3 

1810 IFX>CTHENFORN=CTOXSTEP3 

1020 POKEV+2,N POKE2041,M 

1830 M=M +1 : IFM>201THENH=200 

1840 FORJ=0TO80 NEXT 

1050 NEXTN 

I860 M=200 

1870 FORN=HTO148 

1030 POKEV+3,N : POKE2041.M 

1090 M=M+1:IFM>201THENM=208 

1100 FORJ=0TO80 NEXT 

1110 NEXTN 

1120 M=200 

1130 FORN=148TO0STEP-2 

1148 POKEV +3,N:POKE2041,H:POKEV + i.N+18 

1150 H=H + 1:IFM>201THENM=200 

1160 FORJ=8TO80:NEXT 

1170 NEXTN:POKEV+21,0 

1188 F0RN=6TO15•POKEV +N,6:NEXT:POKEV +21. 

6 

1135 .PRINT"* 

1280 GOT0256 
2880 P0KE53272,21 

2081 PR INT"LOWELL PONE: GET REAP¥ FOR HE 
XT LEVEL" 

2018 FORN=0TO6800 NEXT 
2826 POKE52,43 ■ P0KE56.48 : CLP. 

3808 v=53248:1=192:CF=203:CB=205 CR=297: 
CL=209 :PRINT !, L” 

3801 P0KE53238.0:P0KE53281.7 

3818 IX=158 : IA=68 : IB= 120 10=186 : IP=255 :X 

=25 : ¥=238 

3028 POKEV +21 255 POKEV +28,1:POKEV+97,4 
POKEV+33,8:POKEV+39 1 

3838 POKEV +40 0 : POKEV +41.9 POKEV+42.B;PO 
KEV +43.8:POKEV+44,0:POKEV+45,0 
3049 POKEV+46,9:P0KE2847.262:POKEV+23 12 
8 POKEV+29,128 

3858 P0KE2641,I POKE2042.I:POKE2043,I PO 

KE2844,I:P0KE2845,I P0KE2846,I 

3960 POKEV X POKEV+1.V:POKEV+2.IX•POKEV+ 

3 , IA : POKEV+4 IX POKEV+5.IB 

3878 POKEV+6 IX•POKEV +7,IC:POKEV+8,IT:PO 

KEV+9,IA;POKEV+10,IP POKEV+11,IB 


3 POKEV+29.3 

7818 MH=194 SW=196:X*206:C=255 

7828 POKEV - POKEV + i,156:POKEV +2,C:POKEv 

+3,158 

”838 P0KE2848,HH:POKE2041,SW 
7046 2 I -X <25THEN7208 

7858 C=C-2 

”868 HH=HH+i IFMH>195THENMH=194 
7078 5w=SW-l IFSW:197THENSW=196 
7888 F0RN=8TO!88 . NEXT 
7898 GO707028 

7208 PRINT UiUtELL PONE ¥0U SAVED THE 37 

AGE COACH" 

”218 PRINT 2MANOTHER GO?<Y/N)" 

7229 INPUTAt 
”221 IFA$="V"THENRUN211 
7238 IF A$=" N " THENENP 
”248 IFASO ' ¥ " THEN7220 
”258 I FASO"N”THEN7220 
7268 30707228 

9880 POKEV+21,8 P0KE53272,21:PRINT"L»YOU 
R SKINNED":GO707218 

15610 PATA255,221,127,223,255,119,253,22 

15820 PATA8,8 8,0,8=32.116,223 

15038 DATA128 192,224,224,240,248,252 25 

15848 PATA1,3 15.31,63,63,127,255 
15858 PATA255,255 255,255,255,255,255,25 

15368 PATA255,63,15,7 .. 7,3,1,1 
15670 PATA254 248,224.224,192,192,123.8 
15888 PATA99 247 191.251,191,255,246,255 
15890 PATA254.124 - 16.0.0,0,©,0 
15180 PATA68 182.231,153,231,102,66 
15116 PATAS 128,224,224,246,224,128,8 
15128 PATA3 60.182.90.74,102,60,192,-1 
28018 PATAS 8 164,64,5,88,255,251,166,67 
133.216,1 136 224 1,178.116,1,166 
20828 PATA1?6 1 152 160,8.201,48,8,182,8 
0 5 0 280,0 24 180.8.8.54,0,4.52,0,4 
28838 PATA106 B 3 288.8.23,160,8,43,123 
6 31,192,8,38 248,1,224,8 
28858 PATAS , 8 168 32.5.82,127,251,164,32 
13 216,8 24 224 ,0 Z8 ,186.6,96,116,0,216 
20868 PA TP 168 0 185 88,0,54,73,8,24,33,8 
137.164,8.6” 34.1,254.33 .8 ■ 123,32,8.8,3 


28528 PA TAB,3,8,@,3,8,8,8,8 
28548 PATA8,8,8 6,63.8,8.255,192.2.178,1 ■ 
68 .. 63 255,255.3,255.240,0,213 192,8,63,8 U 
28558 DATA©,42 8,8.186,86,8,106,16,8,42 9 

16,8.63,6,8,35,8,8,35,0,6,35,8,0,32,8,0 M 
20568 PATA48,0,8,43,0,0.0,8 3,0,0 
20586 DATA©,8,8,8,63.8,8,255,192,2,178,1 M 
68,63,255,255 3 255,248 6,213,192 0,63 8 % 
28596 PATA6,42,9.1.106 64,1,42,64 8,42 0 1§ 
,0,63 8.8,58,8,8,59,8,8.50,8,9,58,0,0 
20688 PATA3.80,3,06.0,0,8.0,6 
28628 DATA©,88,0,63,8,8,255,192,2,178,1 M 
68,63,255,255,3 37,112.3,213,132,8,63,0 U 
28630 PATA0 33,8,8,101,0,1.41,64,1,42 ,88 | 
,1,63,16,0,14,8,0,12,128,8,12,32 
20648 PATA8 48,32,8,192.32,8,249,48,8.8 ff 
6 8.0,8 

26668 PATAS,8,8,8,63. 8 ,8.255,192,2,178.1 I 
66 63 ,253,233,3,37,112,3,213,192,0,63,8 • M 
20678 PATA3 3 5 8 9 22 64 8 82 28 1,186 8 f§ 
l,63,8,8,12,8,8,35,0,6.32,192 
29636 PATA2 128,192-2,6,192,2 6,248,0,6 ■ 

8,0,8,8 

26708 DATAS,0.0.8,63.8,0.255,192,2,178 1 ■ 
66,63,255,255,3,117,112,0,213,192,8,63,8 M 
29718 DATA©,33,9,8,22,64,0,90,16,1,166,1 ft 
6 1,63,8,8,12,8-0.35,8 =0,131,0 
28728 PATAB,123 192 8,123,43,2,128,248 8 §§ 
,8.0,6,0,8 

28746 PATA6,6 8,0,63,8,8,255,192,2,178,1 « 
68,63,255,257 3,117.112. 8 ,213,192,8,62 8 % 
28758 DATA8,182,8,1,181,8,5,41,64,4,42 3 % 
0 8,63,16,8,12,8,0.58,0,6,58,8 
28768 DATA© , 192 128,8.192,32,15,8,166,8 
8 , 8 , 0 , 8 , 0 

28730 DATA©,8.0.0,0.0.0,0.0.0.0,0,0,56 8 % 
1.125,8,6,92.64,12,92,32,14,56 ;32,7 • | 

28790 DATA123 64 3,253,192,62,186,96,12 « 

138 96 12 124 96,28,183 160,16,183,32 
29308 DATA© 63,8,9,68,8.0,68.0.0,178,8,8 9 
. 264,0 

28320 PATA0,64.9,7 160,8.3,192,128,3,64 M 
96 7 226,288,2 193.240.3,195,96,7,111 
29830 PATA283,67,255,123,53,251,64,121,2 M 
I- 3 8 103,253,8 62.188,0,91,238, 8 ,15,252 1 

28840 PATA8 23 124 0.3 237 8.5 25-4 8 @ 2 W 
22 3,1 246,8,3,255,9 

28358 PATA8-23,124,8.3,237.0.5,254,8,8,2 « 


28870 PATA8 5 192,6,3,123,0,3,192,8,3,32 
.8,15,8 

20098 PATA6,15,25-4,9,0.168,8,64,96,6,96 , 

224,1.225.224 62 115.96,126,126 

28188 PATA96 12” . 244.96.15.62,145,66,95 

142.4.143,198 3 7 126,8,6,254,8 

20116 PATA2 254 0 3.248.0,6,5,0,18,6,0,1 

8.18,8,19,146 6 16.132,0.48,24 

28130 PATA0 15 254 0,0.168, 8 ,64,96,8,95 

224.1 225,224 A2 99 96.126,126 

28146 PATA96 12” 244.98.if 124,145,28,12 

7 198,2,95.126,1,142,246,0,7,110,8 

20158 PATA3,172,8,3,60.0,23,132,8,34,10, 

8,£7,145 0,123,17 0,0,34,0,0,4 

20178 PATA0 15,224,0.53,96,1,255,248,1,3 

5,34 7.191,234,5,34,182,6,136 

28138 PATA178 5.34,182,254,180,178,178,9 

5 245 35,191,18” ,44,31,5,27,238,251,28 

20190 PATA149,36,8,138,34,3,138,34,15,25 

1 254,3,133,34,8,133,34,4,145,36,3,224 

28208 PATA243 

28220 PATA8 15,224,8,53,96.1,255.243,1,3 
5.34,7,191=234,5,34,182,6,188 
28238 DATA170,5,34,132,254,138,178,178,9 
5,245,85,191,107,44,31,5,27,233,251,28 
28246 PATA21,4,16,42.138;9.74,82,8,138,3 
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ADVENTURE PLANNER is the latest new 
product from Print 'n' Plotter Products Ltd. 

If you're an Adventure Game nut, it's exactly 
what you have been looking for! 

No matter how complex the game, 
ADVENTURE PLANNER can help you sort out 
the riddles faster . . . and keep a permanent 
record of where you are so that, next time you 
play, you will know where you left off! 

It consists of a 50 page, fully bound, pad 
with a complete 'mapping' system for any 
Adventure Game ... on any Micro. 


There's over 150 locations per sheet (7,700 per 
pad) and it's a BIG SIZE A3 (16%' x 11%'). 

It is, of course, professionally-produced — 
what else would you expect of a Print 'n' Plotter 
Product — with graphic cover, board backing 
and complete with instructions, hints and tips. 

At only £3.95 (plus p+p) ADVENTURE 
PLANNER is tremendous value . . . and 
remember, it also helps you to write Adventure 
Games. 

It's the best way to beat the system . . . faster. 


If you program games (or just like a bit of fun) don't forget Print 'n' Plotter's other fabulous products. 



PAINTBOX (48K Spectrum). The most professional SCREEN MACHINE (48K Spectrum). The program ZX PRINTER PAPER. Now at only £12.00 for 5 rolls 

graphics tool kit that makes drawing anything on that gives you instant machine code techniques for ... the best Printer Paper for the ZX PRINTER! . . . 

screen simple — and saves results as re-callable screen and graphic planning — plus a complete text (discount for 10 rolls), 

machine code ... Your Spectrum said: "One of the compiler to cram a fantastic amount of game 

most outstanding programs I've seen this year." instructions into memory! 


ORDER NOW OR 
ASK YOUR LOCAL 
COMPUTER SHOP! 

CREDIT CARD 
24hr ANSAPHONE 
ORDERS 01-660 7231 

(Phone 01-403 3622 for Dealer and other enquiries) 


Post to: Dept K.12 Print'n' Plotter Products Ltd, 19 Borough High Street, London SEl 9SE 


Please send me the following: 

.ADVENTURE PLANNER @ £ 4.50 

.PAINTBOX SOFTWARE @ £ 8.25 

.SCREEN MACHINE @ £ 8.25 


SPECTRUM JOTTER PADS @ £ 9.00 
5 ROLLS ZX PRINTER PAPER @£12.00 
10 ROLLS ZX PRINTER PAPER @ £23.00 


All prices include VAT and U.K. postage 

Overseas orders add 25% on quoted prices for additional handling 

□ I enclose remittance in full 

□ Please bill my ACCESS/BARCLAYCARD/VISA/ MASTERCARD No: 


l 



Name: 


Address: 


KI2 










































22-h <3010216 

256 S=8 :R=INT(RNP(i) *3 + 1) •' IFR=37HENF=-i 
20T0289 

251 IFR=2THENF=6 . 30T0289 

252 IFR=1THENF=1:6070289 

308 PRINT HIS 3AME VOU HUS I PICK U 

P "HE FLAGS IF VOU HISS MORE THAN 18 TH 

301 PRINT‘-‘ig ARE OU" OF THE RACE" :CS(i> 

= IB m IB 1 :CS( 2) = “IB S3 IB":0=86 

302 :3$<3>= !! !B S3 IB" C$(4> = !i lB B" 
T=" :$(0) = : 1B S3 «B" :PRINT i! a§HIT A KE 


3©£ GE7AS : IFAS= !i!! THEN386 
367 PRINTS 

30S A=7808:0=1:PRINTTAB < 7)CS(4) :H=H+1 : IF 

H0287HEN388 

3©9 N=INT(RN3(1)*2)+5 

310 0=8164+INT(RND(1)*21):POKEO,3:P0KE36 
377,8: GET AS ■ IF AS=" Z " THENI>=-1: P0KE36877,2 
53 : CH=1 

311 IFAS= :i :>r ; THEN3=l P0KE36S7? .252 : CH=8 

312 S=S + i:IFS3K7HEN358 

313 POKEO+ (38728) 5 •• POKEA . 32 :PR INTTAB (T) 
CS(U) U=4:IFPEEK(A)=2THEN1888 

314 A=A+&:IFPEEK(A =2THEN1688 

315 IFPEEK (A) =4THENSC=SC + 18: 0=8 :P0KEA+2 ■. 
176 ; POKEA+1,177 : F0RZ=228T0248 . P0KE36876 , 
Z;NEX7Z 

316 POKEA„CH POKEA+(38728),8:IFT=14THENF 
= -l 

317 T =T +F:SC=SC +1:IFT = C2THENF=1 

318 FOR1=1TOO■NEXT:P0KE36876,0 

321 0=0-.1:U=4:W=W +1:IFW>22THEN0=8:E=E +1 

322 *IF0=8THEN0 =1:H=8:U=INT(RN3(1)*4) 

323 I FE>10THEN1888 

324 GOTO318 

356 8=8 R=INT(RND(1)*3+1) IFR=3THENF=-1: 
G 0 T o 3 6 9 

351 IFR=2THENF=8:0070389 

352 IFR=1THENF=1:G0T0389 

1008 PRINT ,, BaSCCRE="SC :P0KE36877,0 :POKEA 
5 PR IN t !i gBH6AME OVER" 

1881 R= INT(RNB(1)*3) :IFR=1THENV=1 

1882 IFR=2THENV=-l 
1884 IFR=8tHENV=22 

1085 POKEA .. 32 A=A +V POKEA .5 : POKEA + (38488 
-7636) , 8 : FOR I = 170196 : NEXT : J=J + 1 : IFJ-C26TH 
EN1881 


SKI-SLOP 


: 5683 


STEPHEN SUDDEN" : D=8:F=3 
-HFT : K=RIGHT"; PR INT ! “SEGAHE 


PRINT _ 

1,2 OR 3 !! 

3 GET AS ; !FA$= !! i !: THEN7 

4 IFAS= n 2 !! THEN288 

5 IFAS= :! 3" THEN388 

6 30703 

PRJNT ;: UgIN THIS GAME THE TRACK BE COM 

pp THINNER1* HIT A KEV" 

8 GETAS IFA$= : : THEN8 

9 PRINT !i L !! - T=7 ;CS(8) = :: SB B" :CS<l) = ,l fi 

4 B !; : CS . 2 > = !i ;!B B 51 : 0=75-: F=i 

1 § tl vZ 7300 ; pF: 1NTT AB ( T) CS ( 8 X: H=H +1 : IFH< 28 T 

15 K=INT(RNB(i)*2)+5 

26 0=3164 + INT•RND(1)*21) :POKEO.3 :P0KE368 
t^, 3 : GET AS IFAS= n Z" THENB=-1 : P0KE36377,25 
h gH=i 

21 IFAS="K i5 THEND=1 :P0KE36877,252 : CH=6 

23 8=3 +1 : IFS)KTHEN188 

24 POKEO: + < 30726) , 5 : POKEA , 32 : PR I NT TAB < T .) C 

5 <U) IFPEEK(A)O32THEN1888 

25 A=A+D : IFPEEK (A) 0 32THEN 1888 

26 POKEA,CH:POKEA+(36728),8 

27 IFT=14THENF=-1 

28 IFT=8THENF=1 

29 7=7+F:SC=SC+i 
56 FOR 1 = 1TOO:NEKT 

51 IFSO 308 THENU= 1 

52 IF 3 C >6881HEN U=2 

53 0=0-.1 
68 GO7028 

188 S=8 :R=INT(RND(i)*3*1) : IFR=3THENF=-i: 


TPR= 


HENF= 
2 |FR=27HENF= 
.7 PPTNT'TaiM 


VO IDE 

-d-i T 


1:GOTO15 
8 GOTO15 

THIS GAME VOU MUST A 

HIT A KEV 

1BBC IB ;; : C S (1 > = ;! IB ilC 

IB" ■CS(2) = "1B 531 IB" : 0=88 
62 CS (3) =' IB SC IB : CS (4) = :: !fB SCI 

" :CS(5>= !, 1B B" 

86 GET AS; I p As= !! THEN281 

87 PRINTS H=8 

08 A=7888:PRINTTAB(T)CS(5)•H=H+1:IFHC28 
HEN288 

> *2 > +5 

RNB(1)*21>:POKEO,3•P0KE36 
ETAS IFAS= Z"7HENB=—1 P0KE36877,2 


211 IFAS= ; ;i 7HENP= 1 P0KE36877,252 : CH=8 

212 S=S + 1:IFS> X7HEN258 

213 POKEO + (38728) , 5 •• POKEA . 32 : PR INTTAB (T) 
CS(U) : IFPEEK CA) 0 32THEN 1888 

214 A=A + D : IFPEEK (A) 0 32THEN 1888 

215 POKEA.CH:POKEA+(38728),8 

216 IFT=0THENF=1 

217 T=T+F :SC=SC + 1:IFT>12THENF=-i 

218 FOR 1 = 1700 NEXT 






















Well, you've just left the beginner's slopes, and now 
you fancy yourself as a skier, huh? You'll soon find 
out that you've got a lot to learn. Work your way 
through the three levels of Slalom Slope, and you 
might just have a chance in the Winter Micro 
Olympics. But don't overdo it — it can be tedious 
having your keyboard hand in a cast. 


Cantab: 


1006 PR INI "ANOTHER SAME V/N” 

1007 0ETR$ IFR$=” V"THENRUN 

1S0S IFR$="N"THENPRINT"t»"' P0KE36869,240: 
ENIs 

1009 00101007 


from Stephen Budden 



7000 POKES S369,255 P0KE52.. 28 : P0KE56,23 ; C 

LR 

5881 F0RCO7168T0? 1 ? 5 

5382 READNN IFNNO-1THENP0KECC,NN:CC=CC+ 
i■30T05882 

5383 Ofs m3,48,152,88,52,18,9,4: DATA16 = 28 
.25 26.44:72:144,32 

5064 DATA!,3 ~,15,1,1,1,8•DATA24= 68,98.1 
53,68 98,153,24 

5685 PATA4,12,28,68,4,4‘, 4,63 : DAT AS , 8,54 , 
8,8,8,8,8,8 
5889 DATA-i 

5918 F0RFF=7424T07431:F0KEPP.8:NEXT 
5828 60T01; 


i Left 
X: Right 


SLALOM SLOPE for VIC-20 



















O Please debit my credit card account £. 

Card No. Expiry date. 

Access/American Express/Bardaycard/Visa/Diners Clubideietei 

Postage and packing free - allow 14 days for delivery 


To: Lesley Valentine, John Wiley & Sons Ltd, FREEPOST, 
Baffins Lane, Chichester, west Sussex P019 iyp 
P lease send me 
ERIK THE VIKING 

O 0 946855 12 9 AmStrad CPC-464 

□ 0 946855 08 0 Spectrum 48K 

O 0 946855 09 9 BBC Micro B 

□ 0 946855 110 Commodore 64 

the stainless steel rat saves the world 
O 0 946855 16 1 Commodore 64 
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□ o 946855 18 8 Commodore 64 
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f(1) Xt = R* CC 

l(alpha—theta) 

[SIN (alpha) = Y/ R 
R2) Yt= R* SIN (alpha-thet 
[COS (alpha) = X/Y 
rFrom (1): — 

[Xt= R* (COS(aspha)* 
iCOS(theta) 

|+ SIN (alpha)* SIN (theta) 
[From (2):- 

IYt = R* (SIN(alpha)* COS 
L(theta) 

-COS (alpha)* SIN (theta)) 


(Xt, Yt) = (X,Y)* [COS (theta), , 
-SIN (theta)] 
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KIM ALDIS ponders the arcane 


secrets of the Third Dimension 


A SHORT WHILE ago Acornsoft 
released Aviator. Even more 
recently they dropped a 
bombshell on an unsuspecting 
public in the form of Elite, the 
like of which has never been 
seen before. Both these games 
rely heavily on the technique of 
vector graphics which has been 
around making pictures on 
computers since the world Go. In 
fact, in the beginning there was 
only vector graphics. 

In mathematical terms a vector 
is defined as a direction and a 
length, sort of "the long and 
over there". In computer 
graphics they extend the idea to 
give it a starting position and 
draw a line along it. The great 
beauty of this is that it's very 
easy to manipulate by rotation, 
scaling (making it bigger or 
smaller), shifting and stretching. 

Aviator and its like do things in 
three dimensions and although 
it's done in machine code to 
make it fast enough, the 
principle is the same as outlined 
here in BAIC. 

First of all, to make life simple 
we'll consider two dimensions, X 
and Y. 

Look at fig(1) and imagine the 
point P being rotated clockwise 


about the origin, 0, through an 
angle theta to a point Pt. 
Then: — 


you can muck about in space 
with any number of dimensions. 
If you thought the fourth 
dimension was confined to sci-fi 
novels then think again, you can 
play with thirty or more, if you 
think you can $o it and hold onto 
your marbles. 

Expressed in matrix form the 
above equations look like this: — 


Which looks fairly nightmarish 
but comparing it with the 
equations for Xt and Yt above, 
it's fairly easy to see the general 
case:— 


Slinging it all in a bucket and 
shaking it about a bit gives: — 

Xt = X* COS (theta) + Y*SIN 
(theta) 

YT = — X* SI N( theta) + Y*COS 
(theta) 

From that, imagine a line 
drawing made from a whole 
series of points. If we want to 
rotate it, all we have to do is 
apply the above formulae to each 
point in turn in the order it was 
drawn and then rewdrew it. 
That's the theory, the practice is 
in prog (1). 

The above equations are all 
very well in simple situations like 
this, but when we start getting 
into more complex trans¬ 
formations you can end up with 
numbers flying around like 
locusts in a paddy field. This is 
where "matrices" come in 
handy. Matrix algebra is a very 
powerful method of manipulat¬ 
ing points in multi-dimensional 
space. At the moment, we're 
only concerned with two 
dimensions, later with three, but 
using these nifty little devices 


Having sorted that lot out, 
someone out there is probably 
thinking "Gosh! they look like 
arrays", or words to that effect. 
He'd be right, and it's one of the 
reasons why they're very nice 
things for computers to wrap 
their teeth round. The other is 
the fact that they can be "con¬ 
catenated", in other words 
several can be multiplied 
together to be one giant trans¬ 
formation. In this way several 
operations can be performed at 
once. 

Using the matrix notation we 
can start to think about other 
transformations. Namely scaling, 
reflection and shearing. Diag(2) 
gives a list of the matrices for 
these operations. 


theta 












FROM PREVIOUS PAGE 


MOW TO SELECT AND 


diag(2) 


1) 


Rotation (clockwise) 
Rotation 

(Anticlockwise) 


[COS(theta), - SUNK theta)] 
lCOS(theta), SIN(theta)] 
l SIN(theta), COS(theta)] 
[ — SIN(theta), COS(theta)] 


2 ) 

Scaling 


lSx,0] 

[O-.Sy] 



4) 

X shear 


Y shear 


[ 1 , 0 ] 

ISx.l] 


[1,Sy] 

[ 0 , 0 ] 


Now all we need is a routine to 
perform all these ops. They're all 
different but because the matrix 
multiplication is always the 
same, we can use a single array, 
dumping whichever matrix we 
need into it just before the 
operation is performed and use a 
single procedure for the matrix 
multiplication (PROCmatmult in 
prog(2)). Each procedure for 
rotation, scaling, etc, can fill the 
array with its matrix and then call 
PROCmatmult to perform the 
multiplication. This keeps it 
simple and easy to keep tabs on. 

This is all very well but you've 
probably noticed, in prog(l) that 
the rotation works around the 
origin and the drawing rotates 
about it like the hands of a clock. 


The same is true of scaling, the 
distance from the origin is scaled 
as well, and the net result is a 
shift when it's probably not 
needed. Suppose it's required to 
do a rotation about a point on 
the drawing itself. Simple . . . 
just shift that point to the origin 
and all the other points on the 
drawing by the same amount, do 
your rotation and then shift it 
back to where it was. 

Problem is, we don't, as yet 
have a shift routine. The reason 
for this is Very simple, the 
coordinate system we're using 
can't do it. A system which can, 
though, is a homogeneous co¬ 
ordinate system, in which the 
point (x,y) becomes (x/r,y/r,r). 
For most purposes we can say 
r= 1 and avoid a lot of awkward 
division. The translate, or shift 
matrix now becomes: — 


[ 1 , 0 , 0 ] 
[ 0 , 1 , 0 ] 
[Tx,Ty, 1] 


A 




n. 


.+zjp. —»T.t .=!■■ "Hh' 

t-:/ [IT 


■- \ 
¥ 


0 2 / 


and all the previous ones can be 
exactly the same as in fig(2) 
except they have an extra row 
and column, all zero except the 
bottom right which is one. For 
example rotation clockwise 
becomes: — 


I COS( theta), —SIN (theta),01 
I SIN(theta),COS(theta),0l 
10, 0, II 


Now go ahead and try it out. 

Programme three accepts a 
series of values from the key¬ 
board and performs a trans¬ 
formation accordingly. It uses 
the EVAL statement, so you can 
input statements like COS(45) or 
whatever and see what happens. 
Start off doing shift ops and then 
try a few rotations and reflec¬ 
tions. The ops will be additive so 
if you do one rotation of 45 
degrees the next op you do will 
change that, rather than the 
original. Remember to shift the 
drawing to the origin before 
transforming it, otherwise it will 
probably disappear from the 
screen. Once you've got the 
hang of that you'll be surprised 
how easy it is to move simple 
shapes around the screen. They 
won't exactly be like greased 
lightning because of the slow 
speed of BASIC. Anything faster 
needs machine code and, 
although the principle is the 
same, it's a whole new ball 
game. 


























10REM Vector n 

ft-45> a ‘*» h ‘=* 

, *>”'» ,„ trI „ 

* \ v; , coord (2 i 

50M0DE0 ’ 3 

60 

Qomo<Je~o~i Draw a * es 

90MOVE 000° USDRAW °’° 

100 1 OOo,U:DRAW 0,0 

11 OREM Re , rt , 

e - ln coor< li nates for sh 

120F0R ry_,-, T „ ° r sha F 

rd <2,17.):NEXT 19: READ coord( 1 ,i X) 

1 -' 0 REPEAT ’ 

1 6 OREM cl, 

17< : ) X"/.=co or d (i^o, ?yy W ro< -»t i ne 

240NEXT ’ ~" X/ “ : Co ^d (2, 1%) , yy 

250X%= C oord(1 i^ > Vv 
-60PR 0Croatmul V/-=coord ( 2 , 1 2) 
*-/Ocoord(l ,p)-w ^*» Y/ - 

. ssus?;™«;"” ra>,i, - w 

320MEXT ’ ’ X ^ : c °° r d (2, 17.) = y% 

^OUNTIL FALSE 

3501)A TA 65 tct 

1 80,67 ’ ’ 115 ’ 50 1 108,78 i ?,-» «=••, 

360DATA IS 4 i r ,^ ’ " ’ uJ “'’ 

U *> 87, 145 ’ UU ’ 18 4,170, H2,1 5 o 9 , 
370DATA 22 p 9 /e * ’ V ' J ’ 

380DATA 6 ,'^9 ’, 35 

6 : 139 ' ’ °’* 8 ’ 19 o,sa, 187 18 

390DATA 35 ^ ,1S 

40,0 13 6,230, 187,188 

41 0DEFpR0Cno+- 

420A7.= i ' 9et ~ m *trix 

430F’RI WTT'AB (O .. 

440F0R J-/.= i T ^i 5 (Xt J V't) = (XiV)# „. 

4oOPRiMTTAR (id) ur.. 

500NEXT 3 r ? SPC (25) - **3.. 

510 A7.= l 
520F0R jx.! TQ 
53UF0R K3C*! TO - 
540INPIJTTAB(F-/*o , 

550matri x (A7 )-Voa/’! ’ JZ) ma tr i x* ( A -/) 

5&0AX.AX+1 EVAL(m *trix*(AX)) 

570MEXT 
580MEXT 
590ENDPR0C 
600 

610DEpp R0Cma 

&20RRM • Perf , ““ 

r " - -*«■ ««„ 

65o Yf=Vf j, v*/ 

jmatrix< 8 > X * matri « (2)+Y% * matri „ 

660 XZ=xt:y% =yt 
A70ENDPRQC 
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What can we say? 



Were overwhelmed. Though we should just add that with Atarisoft, you can now play Pole Position* on the 
Commodore 64, BBC and Spectrum computers, as well as on all Atari® POLE POSITION 
systems. And you 11 also find available other games such as Galaxianf 
Robotrorp Moon PatroR and Ms Pacman. 


LOOK OUT FOR OTHER LEADING COMPUTER GAMES FROM ATARISOFT PRICES START FROM £7.99 TRADEMARK OF NAMCO. ® TM ARE TRADEMARKS OF ATARI CORR tTRADEMARK OF WILLIAMS. 












By JOHN <|N< 


s 


OK Kid, up against the waJl 
and spread^ 'em while we read 
you your rightsPori't know 
your rights?^ Tch, tch, kid, 
you've got trouble cornin'. . . 
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i CdlQUEST 


examines the goods . . , as 
regards defects which that 
examination ought to reveal". 

Sometimes these promises will 
overlap. Say the inside of a 
machine is full of mouse 
droppings. Even if you had a 
butchers first, you wouldn't be 
able to tell, but it certainty 
wouldn't be of "merchantable 
quality". On the other hand it 
probably wouldn't work too well 
either. 

If a shop assistant describes 
something, or it carries a sign or 
label, there is "an implied con¬ 
dition that the goods will 
correspond to that description". In 
other words goods must be what 
they say they are. 

Apart from accurate descrip* 
tions, sales talk must be truthful. If 
your decision to buy something is 
influenced by information given 
you be the shop that turns out to 
be incorrect then it's been mis- 


WHEN YOU buy something from a 

chnn nr hu mail orrlfxr 


retailer, in a shop or by mail order 

I - be it a computer, peripherals or 
software {or, come to that, 

I anything from onions to ocean¬ 
going yachts) - whether you 
realise it or not you're entering into 
a legal contract with the seller, 
with the law very much on your 
side. 

For your part, you agree to pay 
the asking price, while the seller 


«*» 

agrees, under the Sale of Goods 
Act 1979, that the goods are fit for 
their usual use, are of propert 
quality and are as described. 
Moreover, under the Misrepre* 
sentation Act 1967, anything he 
tells you about them has to to be 
true. 

OK, so you walk into a shop and 
see this snazzy-iooking computer 
with a sign saying "The new 
space-age Rubishi XY2 with stereo 
sound!" You ask the assistant if 

■ there are games available for it 
and, when he says there are, put 
your hard-earned readies on the 
counter and walk out with your 
cardboard box of electronic 


shop acted innocently and to the 
best of their knowledge. However, 
this doesn't cover opinions, only 
statements of purported fact. 

So there you are with your 
Rubishi which doesn't work, is 
failing apart, has mono sound and 
for which there are zero games 
available. What do you do about 
it? Easy - you take it straight back 
and complain. 

Your first advantage is that the 
legal definition of acceptance is 
not that you've paid and taken the 
goods out of the shop. No siree, 
bob. Acceptance in law is either 
making it clear that you accept the, 
goods as satisfactory, whatever 
that means, or have kept them for 
a reasonable time, whatever that 
means in spades. Either way, the 
faster you get to work, the better. 

If you have not "accepted" the 
goods, i.e. you're back screaming 
within hours or days, then the 
shop must refund your money in 
full. If faults develop later, within 
weeks or months, then you'll 
probably have to accept damages. 
In real life most shops will either 
exchange faulty or unsatisfactory 
goods or give you credit, but 
neither of these remedies, even 
though they may be perfectly 
satisfactory to both parties, is 
recognised in law. The law says 
refund or damages, nothing else. 

"Damages" are normally taken 
to mean the cost of repair, but the 
shop is in fact liable for any related 


ERRATIC 


You get home, plug it in and 
nothing happens. Or happens 
erratically, or back to front or in 
Japanese or whatever. Right, the 
shop has broken its first promise. 
A computer is supposed to com¬ 
pute and when you buy something 
for a function, whether to eat it, sit 
on it, drive it or play River Raid on 
it, there's "an implied condition 
that the goods are reasonably fit 
for that purpose". Reasonably 
means that you can't expect as 
much computing from a VI020 as 
an IBM, but if you told the shop 
what you wanted from a machine 
and the one they sell you doesn't 
do what you want, then again it's 
not "reasonably fit". 

If it works alright but is 
scratched, buckled or otherwise 
shoddy when you open the box, or 
the lettering starts coming off the 
keys in the first week or anything 
else that doesn't impair the 
functioning (but is annoying), then 
the second promise has been 
broken, the "implied condition 
'that the goods supplied are of 
merchantable quality". However, 
this doesn't apply "as regards 
defects specificaly brought to the 
buyer's attention" or "if the buyer 
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COMPUTER CONSUMPTION 























CONTINUED FROM P.105 


loss of expense. Say some 
software gets wiped out when a 
machine crashes, or your telly gets 
blown up (or anything else directly 
related to a defect in the machine), 
then the shop, being in breach of 
contract, must make good. 
Moreover — something that few 
people realise — you are entitled to 
claim for inconvenience. So the 
shop is liable for your time,! 
transport and trouble. One 
example: Atari's guarantee, pl#^|l 
that you have to pay the cost of 
transportation, but this has no 
^foundation in law. 

If the shop tries to brush off your 
(verbal) complaint, your next step 
is to put it in writing, addressed to 
the highest managerial level. If you 
still don't get any joy, find out 
what trade association the shop 
belongs to and go to them. 

Lastly, there's the Small Claims 
court. (You'll find an excellent run¬ 
down on how they work in The 
Penguin Guide to the Law.) The 
important things to remember are 
that even if you lose, you don't 
have to pay costs, and the whole 
thing has been made as accessible 
and do-it-yourself as possible, so it 
needn't cost you a penny and is by 
no means the daunting exercise it 
might sound. 

DEMONSTRATION 

There are, however, some 
simple pre-emptive precautions. 
First, do your research so you 
know exactly what you want and 
why. Take a friend with you — an 
adult witness is invaluable if there 
are any arguments later. Make the 
shop set up the machine you're 
actually going to buy, not just the 
demonstration model, and check 
that everything's kosher. 
Responsible shops will do this 
anyway, more for their own 
benefit than yours. (As Lion 
House, who test everything before 
it leaves the shop, will tell you, 
they don't need the aggravation 
either.) 

If you still run into problems, 
remember that everything we've 
told you is the straight goods, so 
don't let the shop tell you 
different. If they try and refer you 
to the manufacturer, it's not on. 
Your contract is with them, and 
they have to honour it. One 
important point though: the 
contract is only with the original 
purchaser, so if you're given a 
machine (or buy one second-hand) 
you either have to get your bene¬ 
factor to deal with the shop or, 
under negligence laws, go direct to 
the manufacturer. Another 
example: Sinclair spell this out in 
their guarantee which is "not 
transferable". 

However, under the Supply of 
Goods (implied Terms) Act 1973 
there is a general contract with the 


manufacturer. The golden rule^ 
here is, never fill in a guarantee 
card. Keep the shop receipt 
instead. Despite Acorn ("this 
guarantee shall only be 
. . . mailed within 10' days of 
delivery") or CommdcfpreiylKouMj 
be forwarded within 28 day$^.' 
there is absolutely no requirement 
to do so. Though most say 
something like "this guarantee 
, does not affect the purchaser's 
statutory rights", and it is in fact a 
criminal offence under the Unfair 
Contracts Act 1977 to try and limit 
such rights, by signing if you 
indicate that you accept the manu¬ 
facturer's conditions, conceding a 
lot of legal ground. While you lose 
nothing at all by not signing. 

Most guarantees undertake to 
replace or repair defective equip¬ 
ment within 12 months of pur¬ 
chase (though Acorn only give you 
six months). This sounds very nice 
of them, but alas, it's not up to the 
manufacturer to decide when his 
legal liability ends. The question a 
court would ask is, how long 
should a computer be reasonably 
expected to last? Interestingly, 
Commodore's 12-month 
guarantee also says that the 64 
should give "many enjoyable years 
of trouble-free use". To me 
"many" is at least three and 
probably more, and a court would 
almost certainty take the same 
view. Obviously the more you pay 
the more you can expect and a 
BBC, for instance, can reasonably 
be expected to last longer than an 
Electron, but both should hold up 
for longer than six months. 

Guarantees may, as with Acorn 
and Commodore's, state or imply 
that liability is limited to the actual 
hardware, but this ain't so. The 
maker is liable for related damages 
just as a shop is. Where both 
shops and manufacturers are on 
safe ground is when they disown 
machines that have been dropped, 
modified, defaced or otherwise 
| abused. Lion House's best story is 
of someone who mounted a 
Spectrum on a wooden baj 
drilling in wood screws from 
underneath, and then complained 
that the machine didn't work! 

When a machine goes in for 
repair, whether by a repair shop, 
the original dealer or the manu* 
facturer, there's another contract, 
again with four promises. Three 
are fairly straightforward; the work 
will be carried out to a reasonable 
standard; the materials used will be 
of good quality and reasonably fit 
for use, and the work will be done 
as agreed. 

The fourth is a bit trickier - tl 
the repairer will take "reasonable 
care" of your goods. Attempts to 
exclude liability, like signs saying 
"goods left at customer's risk' 
are an offence under the Unfair 
Contracts Act. The only guarantee 
I've seen that does attempt to limit 


liability is Acorn's, which states 
that "the Company does not 
accept responsibility for any loss or 
damage during transit to or from 
the dealer or the Company". GPO 
jties aside, the fact of the 
matter is that if you hand over a 
dud machine, you can legally 
expect to have a fully functioning 
one returned to you. Once it's out 
of your hands (and in the 
repairer's), it's the repairer's 
responsibility, except in the event 
of his being able to prove that he 
was not negligent. 

What it all comes down to is that 
you have a lot of rights that 
nobody, but nobody, is going to 
tel! you about. With some shops 
you'll have no trouble at all — with 
others, nothing but. And the same 
with manufacturers. What the 
hard-case mob hope is that you'll 
give up and let them get away with 
shafting. Hope we've given you 
enough to know how to fight 
back. 


COPYRIGHT 

UNLESS THIS is the very first 
computer mag you've ever read, 
you'll know that software pub¬ 
lishers do a lot of worrying 
about "unauthorised repro¬ 
duction" {in plain language, 
piracy) now estimated to cost 
the industry FI0-C15 million a 
year. 

They invest plenty of time and 
money in developing programs 
and their efforts are, in theory, 
protected by the Copyright Act 
1956 and the Universal Copy¬ 
right Convention, which most 
countries have signed. 

Copyright covers any original 
work, "literary" or "artistic" (or 
both) into which the author {or 
authors) have put sufficient 
labour, skill or judgement 
clearly to differentiate it from 
any existing work. 
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The Act forbids the repro¬ 
duction, publication or 
adaptation of such work by any 
unauthorised person. Even 
though software is not 
specifically mentioned in the 
statutes, there is absolutely no 
doubt that the implied pro¬ 
tection does exist, for it has 
been extensively tested in the 
courts. The only area of doubt is 
whether ROMs and EPROMs 
are covered by copyright or 
patent law. 

No registration is necessary: 
all you have to do is dream up 
something new, commit it to 
paper, tape or disc, put © Joe/ 
Jill Bloggs 1984 on it and hey 
presto! You too can start 
worrying about pirates. Unless 
you work for a software pub¬ 


* - 



lisher, that is. Work carried out 
in the course of employment 
under a contract of service, 
written or implied, normally 
belongs to the employer. How¬ 
ever ownership of copyright 
will depend on the conditions of 
employment as there are plenty 
of gradations between full-time 
salaried employees and com¬ 
missioned freelancers. Free¬ 
lancers usually retain copyright, 
but even that depends on the 
nature and wording of the com¬ 
mission. Programmers now 
have their own professional 
body, the Society of Software 
Authors 17 Meadway Court, 
Whalebone lane South, Dagen¬ 
ham, Essex) which hopes to 
thrash out the problems 
involved in contracts and copy¬ 
right. 

The classic adventure game 
Adventure , aka Adventures , aka 
Colossal Cave , has never been 
copyrighted and thus is in what 
is called the Public Domain. This 
means that anybody can copy, 
publish or adapt it, but nobody 
can gain any legal rights over 
their version which can in turn 
be copied, published or 
adapted. However the 
70-location endgame which 
Level 9 added to their imple¬ 
mentation, Coiossat Adventure , 
is clearly a work of labour, skill 
and judgement and thus copy¬ 
right. So theoretically you're 
free to copy the first two thirds 
of it which only contain minor 
alterations, but not the last 
third. 

BOOTLEGGING 

There are three distinct forms 
of piracy — individual, plagiarism 
and bootlegging. If you or I, God 
forbid, should make a copy of a 
program we'd be in breach of 
copyright just as we would be in 
taping a film off the telly or 
music from a record. But on this 
level it's really an ethical or 
moral question - how we per¬ 
sonally feel about ripping 
people off - because, let's face 
it, there isn't much anybody can 
do about it. But the "software is 
overpriced" argument won't 
wash (though admittedly Atari's 
prices used to be a virtual incite¬ 
ment to piracy). The truth is that 
an awful lot of games and 
utilities are literally worthless 
Imost 64 ones for a start) while 
some, particularly Spectrum's, 
are very reasonable for what 
you get. ideally duff software 
shouldn't be published, but you 
avoid paying over the odds by 
using judgement 

Software houses see every 
illegal copy as a lost sale, which 
probably overstates the case 
somewhat, as it seems pretty 
obvious that a lot of schoolkids 
go in for obsessive collecting of 
games they'd never dream of 
buying, no matter what But 
make wild copyright 


claims. Take a typical, and real, 
example: "Unauthorised copy¬ 
ing, hiring, lending or sale and 
repurchase prohibited". A lot of 
this is just hot air, because once 
you've paid your money, soft¬ 
ware is your property and if you 
want to hire, lend or sell it 
that's your privilege and the 
manufacturers can take a walk. 


COPYING 

Plagiarism is the one that 
really causes the bad blood in 
the biz. This is when one 
software house adapts 
another's product and markets 
it under a different (though 
usually not very different) title. 
Law development costs equal 
big profits. This sharp practice 
is pretty widespread as you can 
tell from the number of clone 
games around, endless 
variations on Pac-Man, Donkey 
Kong , Miner 2049er or 
whatever. There have been 
several successful civil prosecu¬ 
tions for infringement of copy¬ 
right, but the problem is demon¬ 
strating that one program is 
substantially identical to 
another. That "substantially" is 
an iffy word which brings it 
down to shading. Enough minor 
sub routines and an idea 
pincher has a good chance of 
beating the rap. 

The real crime is large-scale 
black market publications of 
other people's products, usually 
games, and it's in this area that 
software publishers want to see 
changes in the law. While Part 1 
of the Copyright Act the civil 
bit, works OK, part 2, the 
criminal sanctions, doesn't. The 
first criminal prosecution, 
brought by Crystal Software 
{now Design, Design) against 
Yorkshire Software, ended with 
the defendants being fined £40 
with £50 costs. As Crystal 
estimated that Yorkshire cost 
them £40,000, this result was in 
their view a bit inadequate. 
Moreover, Crystal weren't even 
able to establish that software 
piracy was a criminal offence, 
because, boxing clever, they 
stuck to claiming infringement 
of their trade mark, X-Tal Basic. 
If Yorkshire had renamed it 
even that wouldn't have 
worked. 

s 

EVIDENCE r 


Microdeal, losers to Acti¬ 
vision in a civil buit (Pitfall vs. 
Cuthbert in the Jungle), have 
succeeded in obtaining what's 
called an Anton Pillar order 
against a bootlegging operation 
in Lancashire. The idea of the 
f order is that evidence of the 
alleged crime can be seized by 
the police before the accused 
get wind of the impending 
collar feeling and destroy it. 
Tapes, what tapes? But they 


still have to deal with the short¬ 
comings of the Act, 

FAST, the Federation Against 
Software Theft, has drafted a 
II that amends the Copyright 
Act so that it specifically covers 
software and provides the 
police with greater search 
powers and the courts with 
much harsher penalties (up to 
£10,000 fines and/or two years' 
imprisonment). A similar 
amendment was made in 1983 
to cover video tapes. Nicholas 
Bethel! MP introduced it under 
the 10 Minute Rule in July, The 
government has more or less 
promised to support such a Bill. 
But it will be a long time before 
it becomes law, no matter what 
FAST's biggest problem is 
that a lot of pirate versions are 
so good that they can't be told 
from the originals. So, in order 
for the police to be able to work 
the proposed changes in the 
law, software houses will have 
to come up with some way of 
branding their originals in ways 
that the priates can't copy. 
Otherwise proving theft will be 


BOOTLEG SOFTWARE 

Even a new law won’t help 
with the most glaring example 
of software piracy, the 
Portugese company that is 
openly selling, and even adver¬ 
tising, bootleg software. There 
doesn't seem to be anything the 
(mainly British) victims can do 
about it. The law is on their side, 
OK, but international litigation 
would be slow, expensive and 
uncertain. All Vasco has to do is 
spin things out as long as 
possible, then do a runner with 
his ill-gotten escudos. His 
brother sets up under a different 
name and everybody's back 
where they started. 

The answer to piracy seems 
to lie not so much in the 
application of the law, even 
amended (though that might 
help against the pros) as in the 
development of built-in security 
locks or add-on devices 
(dongles) that will make it 
impossible to copy programs. 
However, given the dynamic 
state of computer science, 
-that's easier said than done. An 
American company recently 
produced a program called 
Locksmith which would copy 
any supposedly protected soft 
ware. The only thing it couldn't 
copy was Locksmith itself. You 
guessed it — another company 
promptly came up with a prog 
that could! In theory an un¬ 
breakable security device 
already exists, Jim Lamont's 
famous program which the 
government claim is a threat to 
national security and have 
locked up. 
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action that never fail to 
underwhelm me. The 
offence is not ideological. 


BLUNT 


Could you please tell me 
wher the Vic and 64's hi-res 
bit map starts. 

M. COX, 

Hebbum 
Tyne 8- Wear. 


• Ah, Commodore 
Business Machines! 
Always it ees ze wittily 
obscure solution to a 
commonplace problem. 
And why bother making 
different machines 
mutually compatible? 
Such a sense of humour! 
Yes, the Vic and the 64 are 
totally different. The 
VIC 20 doesn't have bit¬ 
mapped graphics as such. 
Instead, you have to 
simulate high-resolution 
mode using redefinable 
characters. You fill the 
screen with 512 
redefinable characters, 
and then adjust these to 
give the illusion of motion, 
this is not a fast procedure 
in BASIC and frankly I 
wouldn't bother unless 
you re doing it in 
assembler. 

On the 64 high- 
resolution programming is 
also slow, but at least 
there's a true bit mapped 
screen. This would 
normally reside at address 
8192, but due to the VIC 
chip's memory paging 
system, you can relocate it 
almost anywhere. A 
complex affair in either 
case, and I'd recommend 
you to get hold of a more 
technical manual, such as 
Commodore's own 
Programmer's Reference 
Manual, if you really want 
to dive in deep. — F. F. 


HACKER HAS HUMP 


How unhappy I am that you 
do not take a more liberal 
view of hacking and hackers, 
nor write about them more! I 
am writing to protect hackers 
from future slandering. You 
MUST write more about The 
Art of Hacking (and 
Hackers). 

HONEY MONSTER, 
Margate. 


Commodore 64 games. 

LEON DODD 

Castle Vale, Birmingham 


DOPPELGANGER 


I have written this review of 
Motor Mania in order to 
become a regular reviewer for 
Commodore 64 games. 

LEE STUBBS 

Castle Vale, Birmingham 


• An incredible demo of 
para - psychological 
powers — both applicants 
live in the same street, no 
less, and both have 
provided identical reviews 
of Motor Mania. Truly, the 
frontiers of science keep 
receding. 


I have written this review of 
Motor Mania in order to 
become a regular reviewer for 


HACK THWACKER 

I like B. C. Bill. I relish the idea 
of bashing woman and 
dinosaurs over the head. 
Imagine have brought ou; 
some of the best games on 
the Spectrum. Let me tell 
Nicky Xikluna that his 
reviews are as informative as 
a melted loo seat that a cat's 
been sick on. 

EDWARD JOHN, 

Wylam, North'd. 


BIG KRYPTIC 


Something has been worrying us here down under. What is 
the official definition of 'Hacker' and the numerous other 
linguistic oddities in BIG K ? We do have our theories as to the 
meaning but are not absolutely sure. Could you publish a 
guide to British computer lingo? 

Despite its cryptic language, BIG K is the best mag of its 
kind — and we get 99% of what's available down here. Keep 
up the bonza work! 

NICHOLAS MURRAY, 

East Doncaster 
Australia 

• A Hacker is one who hacks. Hacking is performed on 
a computer via the telephone system and a device called 
a modem. This enables a hacker to boot up' (plug his 
equipment in), log on' (open a channel) and 'talk' (talk) 
with other hackers. British Hackers, please submit your 
electronic argot for Ozzy oscillation. 

Meanwhile, Nick, I just happen to have a real live 
captive hacker here for your perusal . . . (P.S. What's 
bonza'?) 


OUTRAGE 


IDEOLOGUE 


You've really done it this 
time. If your editor had any 
games sense, Valhalla would 
never have been included in 
Lame Games. It's the game 
of the year! 

DAVID SMART, 

Dingwall, 

Rosshire. 


You don't like B.C. Bill jus 
because you think it's sexist 

J. GLEAT 
Birmingham. 


• You've both got hold of 
the wrong end of the — 
ahem — club. I'm afraid. 
It's B.C. Bill's graphics and 




























Kedited by NICKY XIKLUNA 


TRUE CONFESSIONS 


GHOULBUSTER 


Quite frankly, I'm getting sick 
of all the rivalry between 
software houses, each 
claiming that thev're the 
best. I'd like to know what 
your favourite games really 
are. 

ALEX RURANSKI, 
Broadstairs, 

Kent. 

• Funny you should ask 
that, 'cos we've just had 
this great idea for a 
feature entitled Games 
Reviewers Play . 

SUPERIOR POKE 

In reply to Mr. A. Rahman's 
various 'pokes' to protect 
programs on Atari machines, 
(Issue 7), why not try this 
small program to disable th# 
Atari's system reset? 

5 POKE 2,52:POKE 
3,185:POKE 9,2:TRAP 10000 
10 GRAPHICS 18:POSiT!ON 
1,5:? 6;"press system 

reset" 

15 GOTO 15 
10000 RUN 

Put line 5 at the start of 
your program and line 10000 
at the end. 

A.E. JONES, 

Lichfield, 

Staffordshire 


Here's what to do for infinite 
lives in Ghouls on the BBC. 

Press control and Break to 
reset the Beeb. 

Type PAGE - &2200 
(return) 

LOAD "GHOULS2" 
(return) 

Load in the prog up to 
2525FC. This part is called 
GHOULS2. When it has 
loaded, copy out the line until 
LI - 4 and change it to 
LI = 9999999. 

Copy the rest of the line 
and press RETURN. Now 
type LIST 60. Change the line 
to: 

60 FOR F = 0 TO 32 STEP 
16:FOR . . . etc. Copy the 
rest of the line and return. 
Type: LIST 2055. 

Copy the line out as far as 
2055 NEXT and then return. 

Type RUN (return). 

Load in ??? which loads up to 
18 18FF. That's all there is to 










minor Dragon computer, and 
only six for the CBM 64! 

Your picture of T. Tyler 
was very revealing. I agree 
with Tim O'Grady's letter 
saying that different 
computer owners should 
bury the hatchet. Why not 
bury it in a BBC keyboard! 

P.S. Why should Ken 
Ward have a beard? 

MARK McSHEEHY, 
Eastkilbride, 

Glasgow. 


anyway. If the keyboard is as 
lousy as the QL's, (especially 
that space bar) users will 
certainly be no better off! 

The launch is a result of 
Sinclair's panic over new 
machines like the Amstrad. 
NEIL OLNER, 

Doncaster, 

S. Yorks. 


GARETH WOODHAM 
Weymouth, Dorset. 


SPECTRUM MINUS 


LETTERH0RN 


The Spectrum + is too late. 
At £180 it is not good value. 
The only difference from the 
old Spectrum is the QL-style 
keyboard. (You can get a 
better keyboard for £50.) 
Sinclair has wired in some 
new keys — but these can 
lead to crashing problems 


Your letters page is too short, 
but thank God — no Jet Set 
Willy Pokes, and only one 
Piracy letter. I'm glad to see 
that you've changed the 
presentation of your review 
pages for the better — but I 
was dismayed to see that you 
had four reviews for the 


• The beard? Just a hunch 
. . . (Yes, our picture of 
T.T. was very revealing. It 
was a picture of Nicky X. 


I became very irate at David 
Parr's letter (Issue 8). He had 
the cheek to claim that 'no 
joystick means nc chance of 
getting a good score.' I do 
not own a joystick; unlike 
David Parr who obviously has 
money to spend on frivolous 
pieces of junk, which are 
certainly no asset when 
playing Sabre Wulf. 

I collected all the pieces oj 
the amulet, found the Keecer 
and completed 91% of the 
game without a joystick. 
David Parr was wrong — and 
I don't mind if he blushes! 
ROBERT MIDDLEBROOK, 
Wakefield, 

West Yorkshire. 


I like your software reviews 
— except for one thing. 
There are rarely any for the 
Dragon. Even when there 
are, it's only one or two, 
compared to twenty or so for 
the Spectrum. Please can we 
have more Dragon software 
reviews? 

KEVIN REID, 

East Lothian, 

Scotland. 


ELECTRO MAGNETIC NIGHTMARES 
(ETHEREAL CEREAL) 


The trend for controlling mechanical and electrical devices 
with micro-processors may well end in tears. The problem is 
electro-magnetic pollution. All electronic equipment can be 
upset by electromagnetic interference. For example, 
Stratford Theatre's computerised lighting system was recently 
competely immobilised by the Beeb's local low-power test 
transmissions. 

The RAF are in the process of tightening the EMC 
standards. But no amount of shielding can protect from 
something like a nuclear explosion — which will cause 
transistors and chips to disappear in a puff of smoke literally. 

The only way to protect your equipment is to enclose it in a 
metal (Faraday) cage. 

C. HALES, 

Long Eaton, 

Notts. 

• Thanks for the info, C'. Now could you tell us how we 
go about protecting ourselves from those really 
dangerous radio waves — those that waft . . . PETER 
POWELL? 


GENDER BENDER 


Dear Nicky, 

Are you a boy or a girl? 

N. RAFFIN, 

London NW3. 
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Deus Ex Machina 


Machine. 

48k 

Joystick: 
Kempston and 
most others — 
redefineable keys 
Category. 
Arcade 
Adventrue 
Publisher. 
Ultimate 


£ 3.45 



Machine. 

48k 

Joystick: 

No 

Category. 

Strategy 

Publisher. 

Automata 


original game of lasting interest. 
Ratings: /10 
Graphics: 7 
Sound: 7 
Colour: 7 


Manic Miner 


Originality. 8 

Interest: 7 

Order code. DOOCA 


Jet Set Willy 

tm 


Price. £15.00 Club price: £13.50 
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48k 


joystick. 

Kempston 


AGF 

Protek 


Interface II 
Category. 

Arcade 
Publisher. 
Software Projects 



Machine. 

48k 

Joystick. 
Kempston AGF 
Protek Interface II 
Category 
Arcade/Adventure 
Publisher. 
Software Projects 


Price: £5.95 
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Club price. £4.55 
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Mugsy 


Graphics: 8 
Sound. 7 
Colour: 7 


Originality 9 
Interest: 8 
Order code: JETSt 
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Machine. 

48k 

joystick. 

No 

Category: 

Arcade/Adventure 

Publisher. 

Phoenix Software 



Machine. 

48k 

Joystick. 

No 

Category. 

Strategy 

Publisher. 

Melbourne House 



Price: £6.95 Club price. £5.55 



P^T£99 Club price. £5.60 


Graphics. 7 
Sound: 10 
Colour: 5 
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Graphics. 9 
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Simply cut out the coupon 
and post to: 
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Yes, please 
rush me a copy of 
your Software Club catalogue 


I have a □ ZX Spectrum □ Commodore 64 

lllllllllllllllllj: ^ > :. :^ i' (tick box) 














Por your Type-in 
Gome/ Prog/ 


fully cut out the comh wf Pr ° 9s! Just care ‘ 
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M..GOATBUSTERS! 


The (almost) Compleat 
JEFF MINTER 


•^Yak the Hairy' talks exclusively to BIG K. 

Frank, earnest, passionate. Views on 
software, style..and other subjects starting 
with S. 


■X’The Llamasoft line-up: games featuring furry 
creatures, among other strange objects. 


EXCLUSIVE PREVIEW of Minter's newest 
runner — Mama Llama! 




SHARER! 


The Spectrum listing that unlocks the mega-secrets of 
BIG K's reviewing style. You won't believe it — we 
don't believe it! 


Commodore Systems Software 


serious and useful things for your 64 to do. 


NOT TO MENTION 


Adventure with Steve Keaton's Dorkslayer . . shed 
tears of nostalgia with These We Have Loved . . take 
a stroll down Arcade Alley . . revel in our reviews . . 
leap lithely through our listings . . 


All non-human life is here, .read it at your own risk 

REMEMBER 


— in BIG K no one can hear you scream. . . 




































C M .2 NEXT 

430 C0L0R2 2 ON A 
460 PC~PC+1:IF/I 


by Alan Heywood 

Life in the Corridors of Power isn't 
easy. Someone's got to arrange to do 
the frequent whitewash jobs that 
every government needs. 

This exciting game, based on 
authenticated Civil Service leeks, has, 
you struggling to paint every bit 
floor space, but beware of your pjgrint 
running out. 

CONTROLS: 

Left cursor: Go left 
Right cursor: Go right 
Space bar: Blast through obstruction 


10 >***PAINT ROLLER***’ 

20 ’**BY ALAN HEYWOOD**’ 

30 CS^RND < '-TIMER) 

40 PM0DE1,12PCLS2 
SO GOSUB 830 
60 SCREEN 1,0 
70 GOSUB 1080 
80 COLORS 

90 F0RR~3TQ1STEP-12 PLAY"#"+STR/(R>+"T255 
L4CDCDDFDPEFEFCCC":NEXT, 

100 GOTO 350 

110 Y*Y + 4 2 C«PPOINT<X, Y/-8) : C ^APPOINT <X + 10 
, Y + 8) 

120 ON C GOTO 440,140,130,/40 
130 Y®Y~4:PA=PA+i:G(3T0150 / / 

140 IFC 1 * t 3THENY«=Y-<?: PA = P/+ 1 
130 PUTC X, Y )-<X+1#,Y+8)/Pl, PSET 
160 GOTO 380 

170 X*K»4:C«PP0fNT(X,y') 2C1~PP0INT (X, Y+8) 
180 ON Cl G0T0/440,200,190,200 
190 X«X+42PA»PA+12GQT0210 
200 IF C—3 THEN X=X+42PA«PA+1 
210 PUT<X, y /-(X + 8/f + 8>,P2,PSET 
220 G0T03S 

230 Y*Y-^: C=PP0^4T<X, Y) 2Cl*PPOINT (X+10,Y 
) 

240 OH/C GOT0/440,260,250,260 
230 y/y+4:Pa/ra+ 1IG0T0270 
260/TFCl=3THENY«Y+42PA«PA+l 
270 PUT(X y4 >-<X+10,Y+8),P3,PSET 
O G0T0/80 

'290 X = ^44:C*PP0INT <X + 8, Y) 2C1~PP0INT <X + 8, 

Y + 8) 

300 j6n Cl GOTO 440,320,310,320 
3 ly X~X~4:PA-PA+12G0T0330 
O IFC-3 THEN X“X-4:PA=PA+1 
30 PUT(X,Y>-<X+8,Y+8),P4,PSET 
340 GOTO380 

330 A*~INKEY*2A«A+<A*»CHR*(8>>~<A**£HR*( 
9) ) 

360 A*A~4*<A<1)+4*<A>4) 

370 ON A GOTO 110,170,230,290 
380 PA~PA~l:IF PA<O THEN 790 
390 IF PA-20 THEN 710 
400 IF A*»" • THEN 570 

410 PSET < 44 +PA,6,2) 

420 IF RND(SK)*1 THEN 53P 7 ELSE F0RR=1T01 
02 NE XT 

430 GOTO 350 
440 PLAY"G1V31"2FORR^1T042 PLAY"T2550 + DCG 

OSUB 490,500,510,520 
C=10 THEN 730 
470 PA»PA+(SK*2)2SC=SC+2 

480 COLOR3 2XINE(44,6)-(42 + PA,6) ,PSET2 COL 
0R22GOT033O 

490 LINRTX-2,Y+4)-<X+10,Y+14),PSET,BF:Y= 
Y-42 RETURN 

300/LINE(X-10,Y-2)-(X,Y+10),PSET,BF2X=X+ 
4>4$ETURN 

10 LINE(X-2,Y+2)-(X+10,Y-10),PSET,BF:Y= 

Y + 42 RETURN 

520 LINE(X + 6,Y-2)-(X+18,Y+10) ,PSET,BF 2 X = 
X-4 2 RETURN 
530 C0L0R3 

540 ON RND(2) GOTO 550,560 

550 A1=RND(5)*36+122 A2=RND(4)*36 + 2 2 LINE( 
A1,A2)-(Al + 12,A2 + 4) ,PSET,BF2 GOTO 350 
560 A1=RND(6)*36-22 A2=RND(3)*36+16 2 LINE< 














Al,A2)-(Al+4,A2+12),PSET,fF:G0T0350 
*570 IF PA<22 THEN 690 

380 COLOR2:ON A GOSUB 610,^30,650,670 
590 PA—PA-t18-SK) :PLAY*V31 A: FORR=1T07:PL 
AY M T69L404V-V-V-V-GFDC" : NEXl\: PLAY " V 15 " : L 
IME(255,6)-(44+PA,6),PSET 
600 IF PA<20 THEN 710 ELSE 42^ 

610 IF Y >154 THEN 350 
620 LINE(X-2,Y+12)~(X+10,Y+16) ,VsET,BF:R 
ETURN 

\630 IF X< 22 THEN 350 
640 LIME <X~8,Y-2)- (X~4,Y + 10) ,PSET\bF:RET 
JRN 

6^0 IF Y<28 THEN 350 
665J LI ME < X~2, Y-8 ) - (X+10,Y~4) ,PSET, BFVrET 
URNY 

670 Nf F X >220 THEN 350 
680 L-Nl ME ( X+ 12, Y~2) - (X+16,Y+10> ,PSET,BF*J 
ETURN 

690 F0&R=1 T03:DRAW"BM90,10C4*XPAS;BM134 
,4;XT*;BM164,4$XLOS;*iPLAY"V31T32L405CDC 
D":COLORS; LIME<90,4>- Cl88,10) ,PSET,BF:PL 
A Y " C ":NEXT 
700 G0T035^ 

710 FORR=1Tto?DRAW”BM90,10C4;XPAS;BM134, 
4 ; XLOS; " : PLAS\"T32V31L402DCDC" : C0L0R2: LIN 
E(90,4) - ( 158, lSip) , PSET, BF: PLAY" D" : NEXT 
720 G0T0410 

730 SK=SK-1:IF &K<2 THEN SK*2 
740 WES = 11 **********WELL DONE**********» 

:F0RT=lT03:F0RR = 8\r01 STEP - 1 5 CLSRl PRINT 
§-31+(32*R),WES;:SOUND 250-(R*10),1:NEXT 
:NEXT:PRINT§225,WES 
750 FORR = 32 TO 193 STkP321 PRINT§R,"*";:p 
RINT§R + 31, "*"; :NEXT 
760 PRINT§72, "SCORE \ » *' 5 S C f I PR I NT § 1 

04,"PAINT BONUS =";PA;:SCVSC+PA:PRINTS13 
6, "FINAL SCORE =";SC;: PRIN\§168, "SKILL L 
EVEL ="11-SK; 

770 PLAY"01":FORR=1T04:PLAY"5|T16L4CDCDE 
FEFGAGAB":NEXT 
780 GOSUB 1010:G0T060 
790 PLAY"T25501V31":F0RR=1 TO 30>FaRRi«l 
T04: SCREEN 1 , 1 : PLAY " D " : SCREEN 1 , O: PUAY H C'‘ l 
NEXT:PLAY"V-DC":NEXT:PRINT§235,"GAMfe, OVE 
R" 

800 CLS:PRINT§42,"SCORE = ";SC; :PRINTil 
6,"AGAIN (Y/N)?"J 

810 AS=INKEYS:IF AS="- THEN 810 
820 IF AS="N” THEN END ELSE IF AS<>"Y" 
HEN 810 ELSE RUN 

830 DIMP1 (1) ,P2(1) ,P3(1) ,P4(1) ,PP(2) 

840 PS="BM100, 100; C4R8D2C1NL8D2C4NL8L8R4 
D4 

850 DRAW"AO"+ PS:GET(100, 100) - ( 11O, 108) ,P 
1 , G 

860 PCLS2:DRAW"A1"+ PS:GET(92,100)-(100,1 
08),P2,G 

870 PCLS2:DRAW"A2"+ PS:GET(92,92 ) - (102, 10 
O),P3,G 

880 PCLS2:DRAW"A3"+ PS:GET(100,92)-(108,1 
00),P4,G 

890 PCLS2:DRAW"A0BM100,100;C1D8R8U8L3":P 
AINT(104,104),1,1:DRAW"C4BL2U2E2R8F2D2BG 
4BD2NL4U4L4D6 

900 GET(98,96)-(110,108),PP,G 
910 AS=STRINGS(3,128):CLSO:F0RR=194 TO 2 
20 

920 PRINTER-32, CHR$ (133) *, : PRINTER, CHRS ( 1 
33) ; :PRINT§R+i,STRINGS <2, 143) ; :PRINT§R + 3 


2,CHRS(133);:READBS:PRINTER-1,BS;:SOUND 
R,1:PRINTER-32,as;:PRINT§R,AS;:PRINT§R+3 
2,AS;:NEXT:PLAY"T2L4P1" 

930 DATA ,,,,,,,, ,P, A, I,N,T, ,R,0,L,L,E, 

R > > > 9 » 9 t 

940 CLS:PRINT" YOU, AS THE PAINT ROLLER 
, MUSTGET TO THE 10 PAINT TINS ON THE SC 
REEN TO REPLENISH YOUR SUPPLY.",,"HOWEVE 
R, THE ROUTE YOU TAKE CAN SOMETIMES BE B 
LOCKED AND THE ONLY WAY TO GET PAST I 

S TO BLASTYOUR WAY THROUGH. "; 

950 PRINT"THIS USES UP SOME OF YOUR VAL 
LIABLE PAINT. ": PRINT, , "USE THE LEFT AND R 
IGHT ARROWS TOSTEER AND THE SPACEBAR TO 
BLAST.",,"HAPPY PAINTINGANY KEY T 
O BEGIN."; 

960 AS=INKEYS:IF AS="" THEN PLAY"T10L2V3 
CL3EL4G":G0T0960 

970 PLAY"V20":CL SRND(9) -1:PRINT§228, "ENT 
ER SKILL LEVEL (1-9)"; 

980 AS=INKEYS:IF AS="" THEN 980 

990 V=VAL(AS):IF V=0 THEN SOUND 1,11:GOT 

O 980 

1000 SK=11-(V):CLSRND(8) 

1010 x=122:Y=90:PA=205:A=RND(4):PC=0 
1020 PCLS2:C0L0R3:LINE(10,14) -(242, 174) , 
PSET,B:PAINT(O,O):C0L0R2:LINE(0,2)-(25^' 
,12),PSET,BF:C0L0R3 

1^030 F0PR=26 TO 220 STEP 36:F0RR1=30 TO 
160 STEP 36:LINE(R,R1)-(R+20,Rl+20) PSET 
,BFXNEXT:NEXT 

1040\LINE(44,6)-(243,6),PSET 

1050 k^S="A0U6R4D4L4BR8D2U6R4D6U2L4BR8U4 

D6BR4U6F6U6BR4R4L2D6":TS="R4L2D6BR6U6R4D 

6L 4 BR8U6R4 D 6 L 4":LOS="D6R4BR4U6R4D6L4BR8N 

U6R4NU4R4hHl6" 

1060 DRAW" bW> , 10C4"+PAS 
1070 RETURN 
1080 F ORR®= 1 To\l O 

1090 A1=RND( (7) )\36-24:A2 = RND(5)*36-20 
1100 IF PPOIMT(AlV? ,A2 + 4)=1 THEN 1090 
1110 IF A1 — 120 AND A7=88 THEN 1090 
1120 SOUND R*10,1 

1130 RUT(A1,A2)-(Ai+12\A2+12),PP,PSET:NE 

; XT 

1140 RETURN 




















First of an engaging — 
and snide — new 
BIG K series in which 
we profile Great Dead 
(or Near-Dead) 
Computers of Our 
Time. . . 


F 


F 


NILE 


THE BEST THING about the Jupiter Ace was that 
it doesn't use boring old BASIC. Gone were 
difficult concepts like line numbers, logical 
program flow and simple to understand 
commands. 

Instead, the Jupiter Ace used Forth, the 
computer language of the space age, designed to 
control radio-telescopes. Forth makes use of 
simple, easy to grasp features like recursion, 
stacks and peculiar symbols. Gary Kildall, the 
father of CP/M, describes Forth as a 'write-only 
language', pointing out how difficult it is to 
understand a Forth program, particularly 
somebody else's. 

This is one of the more useful aspects of the 
language for professional programmers. After all, 
if programming was simple then any old person 
could manage to do it, and programmers would't 
be able to pose in wine bars discussing their work 
in very loud voices and even louder shirts. 

Of all the advantages of Forth, the best is that it 
doesn't use much memory. The Jupiter Ace had 
only 8k of ROM so it was less likely to contain 
bugs, and there was a compact 3k of RAM. This 


added to the speed of the machine as there 
wasn't much memory to address. As RAM 
memory can cost as cuch as £3 a kilobyte, this 
also meant that the Jupiter Ace didn't cost too 
much at £80. 

Just because the Jupiter Ace was cheap to 
buy, there was no reason to assume that the 
manufacturer — Jupiter Cantab — had cut any 
corners. The case was made of the highest quality 


ultra-thin plastic which could be wiped with an 
ordinary dishcloth to remove unsightly 
fingermarks. It came in a tasteful white colour 
scheme complete with go-faster stripes. The 
ultra-thin plastic had been specially developed for 
lightness and flexibility. 

One of the most pleasing aspects of the 
construction came into play when programming 
in a draughty room — should a sudden gust 
teasingly blow your micro away, it would gently 
float to the ground. 

Ergonomically the Ace was a triumph. It used 
the tasteful 'dead-flesh'-style keyboard first made 
popular on the ZX Spectrum. But amazingly the 
keys had been crammed into a smaller space. This 
not only meant that the computer was more 
compact — taking up only a fifth of the space of a 
Commodore 64 — but also made playing games 
more skilful as the keys were harder to hit. I 
especially liked the way the key markings wore off 
after a while, making the computer even more 
secure against prying hands. 

Everybody knows that one of the most 
important aspects of any computer is the 
associated software base. There was never a 
great deal of software for the Jupiter Ace, but 
what did (does?) exist was (is) certainly 
interesting. Take, for example, the Mastermind 
program. This microcomputing breakthrough 
featured on-screen display in breathtaking 
monochrome, state-of-the-art keyboard entry and 
made use of the integrated beeper. Most of the 
rest of the software for the machine took the form 
of toolkits and utility packages, so Jupiter Ace 
owners weren't going to be wasting their time 
playing games. 

There weren't a lot of peripherals available for 
the Ace — though apparently someone (one) in 
the Yorkshire area did buy the disc drives. This 
wasn't the drawback it appeared to be, because 
the interface at the back of the machine doesn't 
work too well. Normally the Jupiter Ace came 
with a white on black TV output. However if you 
had a soldering iron, a degree in electronics, a 
month of Sundays and some money to spend, 
building a colour monitor output was a trivial 
exercise. A high-resolution mode of 256x192 
pixels placed the Ace in the same class as the 
Commodore 64. 

The Jupiter Ace was not the only micro in the 
Jupiter Cantab range of computers. Later models 
came with a cavernous 19K of RAM, and a special 
switch which could 'turn-off the Forth ROM. 
Shortly before the company went bust there were 
rumours of a version of BASIC available on tape. 

Gone... but not forgotten. 
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Apologies to Jean Frost of Addictive Games, for it was 
she who translated Football Manager for the Commodore 
64, and not Peter Lunn. All credit goes to Peter for the 
BBC version. 


GULPO! 


Confused VIC 20 owners rest assured, you are not going 
crazy — we are (or did a long time ago, depending on 
who you believe). Part of this games listing was missing. 
Below is the first section of the game which must be 
loaded before the section that appeared in BIG K No.8. 
Mote that the listing here is untranslated and contains all 
the necessary Commodore graphics characters. Just type 
it straight in. Apologies and thanks to Maze of Gold 
author G. Roberts — as well as the few billion VIC 20 
owners out there. 


(BIGK No.9, p.114). 

Portions of these listings were rendered illegible due to a bug 
in reproduction operating system. We apologise. The bug has 
been shot. Desperate programmers write to BIG K for a 
correct and clear listing. 
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Yes, it's here again. The column that dares 
to name names and point the accusing 
finger — mostly at ourselves. Did you spot 
these classic blunders for the past. . ? 


Turnpike Toad for Oric (BIG K No.8, p.35). Bar Shooting for VIC 20 


BIG K FUNNIES 


BY ROGER WADE WALKER 
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BBC MICRO 


CENTURY 

COMMUNICATIONS 


THE HORSE LORD 

An entirely original arcade game by Jonathan Griffiths, author of Snapper. 

You are Aldric the nobleman undertaking a messenger's ride to get to the castle. 
You have to survive water jumps, enemy horsemen, 
footsoldiers and ambushes. 

% Full mode 2 graphics ^ Dual screens 
5k Full sound effects 5}c Joystick or keyboard 

£7.95 ISBN 0 7126 0645 9 BBCMicro 

SKYLINE ATTACK 

Pilot this craft across 9 of the world's greatest cities. 

This is one of the fastest, most flicker-free games ever written for 
the Commodore 64. 

5k Fabulous animated graphics 5jc 18 different types of alien 
Superfast loading 

5k First program ever to allow you to play another game while it loads! 

£7.95 ISBN 0 7126 0578 9 Commodore 64 


ORDER FORM 

To: Gill Small, TBS, Church Road, Tiptree, Colchester, 
Essex C05 0SR 

Please send me the following. Tick where applicable. 

SKYLINE ATTACK THE HORSE LORD 

□ Cassette £7.95 Q Cassette £7.95 

(inc VAT and post & packing) (inc VAT and post & packing) 

I enclose my cheque/postal order for 

£.(Cheques should be made payable to 

Tiptree Book Services Limited) 


Please debit my *Visa/Access account number 
* delete as appropriate 

Account Number 

Name_ 

Address_ 


Signed_ 

(Please allow up to 28 days for delivery Subject to availability.) 



































































































dk Ironies 


Tice Spechiuii Connection 


Heed we mu) hww! 

DK Tronics Ltd., Saffron Walden, Essex CB11 3AQ. Tel: (0799) 26350 Telex: 817812 DKTRON G 






























TANDY & TRS 80 ARE REGISTERED TRADE MARKS OF THE TANDY CORPORATION 


TRS-80 COLOUR COMPUTER 

The TRS-80 Colour Computer is ideal for anybody who 
wants to enjoy video games in a system that can be used 
for many other household, business and educational tasks. 
Ifs great for beginners who want a computer thaf s easy to 
team on - buf not limiting. And ifs perfect for hobbyists 
who want a full-featured system with the opportunity for 
advanced graphics and programming expansion. 


41 Truro Rd, St. Austell Comv 
Phone 0726 3456 


TRS 


THE MICRODEAL 
WONDERLAND 

These terrific games from Microdeal are available 
in Tandy Shops Nationwide for the 


Some games require Extended Basic, 
32K Memory, Joysticks. Check with your 
local Tandy Store for details. 


\ ALL THESE GREAT 

GAMES PLUS MANY 
MORE ARE EXCLUSIVELY 
AVAILABLE FROM 
OVER 350 TANDY 
STORES & DEALERS 
NATIONWIDE 


GAMES CASSETES 


EXCEPT 

COMPOSER 

£14.95 


Meet our hlffir'Cuthbert' 

Fight Deadly Katterpillars, # 
Steer Danger Ranger through ■# 
the Deadly Chambers of Pasha, 
Fight Deadly Seals with 
Pengon the Penguin 
or play real time jr 

adventures with 
the Keys of the 
Wizard. Ifs all there 41 
Microdeal games. 
























TANDY & TRS 80 ARE REGISTERED TRADE MARKS OF THE TANDY CORPORATION 


TRS-80 COLOUR COMPUTER 
The TRS-80 Colour Computer is ideal for anybody who 
wants to enjoy video games in a system that can be used 
tor many other household, business and educational tasks. 
If s great for beginners who want a computer thaf s easy to 
learn on - buf not limiting. And if s perfect for hobbyists 
who want a full-featured system with the opportunity for 
advanced graphics and programming expansion. 


41 Truro Rd, St. Austell Cornwall PL25 5JE 
Phone 0726 3456 


rodeal are available 


Meet our hero'Cuthbert' 

Fight Deadly Katterpillars, f 
Steer Danger Ranger through # 
the Deadly Chambers of Pasha, 
Fight Deadly Seals with 
Pengon the Penguin 
or play real time 
adventures with jg&tSw ' 
the Keys of the 
Wizard. If s all therewith 
Microdeai games. 


Australia $1.70. , 

New Zealand T2.00. 
Malaysja^3.25. v 


ALL THESE GREAT 
GAMES PLUS MANY 
MORE ARE EXCLUSIVELY 
AVAILABLE FROM 
OVER 350 TANDY 
STORES & DEALERS 
NATIONWIDE 


GAMES CASSETES 


EXCEPT 

COMPOSER 

£14.95 















